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There's a new player in L.A., and 
he's buying up everything you've 
earned the hard way—including 
all your whips! Lidell and his crew 
have moved in and it's going to 
take some mad driving skills and 
quick reflexes to make him go 
away. You'll be slowly earning 
your estate back through 
countless races and special events 
located all over L.A. in five 
districts: Hollywood, Santa 
Monica, Downtown, South 
Central, and South Bay. 

















































When you're not working your 
way through Story mode, many 
other options keep you at full 
speed. Compete against your 
peeps in Quickrace, Multiplayer, 
and Online events to really get 
the full experience. Lowrider 
events, objective-based missions, 
and roaming and cruising around 
L.A.—there is no shortage of 
ways to get your rush on. And it's 
all covered within these pages! 
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Gameplay 


This chapter covers all the important aspects of the controls, 
in-game features, and the various game types. 


Controls 

L.A. Rush racing controls are very straightforward, allowing 
anyone to pick up a controller and crack that whip all over 
the streets. Here is all the information you need to know to 
get right into the game and feel the rush. 


Nitro 





There's no other 
feeling like blasting 
off with a quick 
Nitro injection. 

} This stuff doesn't 
} grow on trees; you 
have to find it and 
store it for later 
use. Many Nitro 
pick-ups are 
scattered around 
the city, so make sure you've always got a supply ready 
for the next race. You can only carry three at a time, so 
use them wisely! 

It's important to note that during some races, 
especially Stunt events, you may hit a Nitro pick-up on 
the track that automatically kicks in to help boost you to 
the next part of the course. This type of Nitro pick-up is 
likely to be found at the bottom of a ramp jump where 
speed is crucial. It's a good idea to expect this effect and 
deal with the insane speed boost cautiously; don't just go 
with it and rip off down the road or you may find yourself 
missing an essential corner. 








Don't redline your whip at the start of a race. You lose too 
much traction and will be the last out of the gate. It's 
much better to start off a bit slower to keep the tires 
gripping the road. 
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Hand Brake 

















The rush you get from forcing your whip into a slide around 
corners is often due to the crafty use of the hand brake. This 
technique Is not used in the same circumstances as regular 
braking because it causes the car's tires to lose traction and 
often also causes an oversteering problem if executed by 
unskilled drivers. This is otherwise known as a total burnout. 

There are two common situations in which using the 
hand brake can work quite well in your favor. The first is 
during high-speed cornering, when a quick tap of the hand 
brake slides the rear end of the car out and around, helping 
to point you In the right direction. The second is achieving a 
rapid and extreme change in direction. Holding down on the 
hand brake longer pushes the car into a 180-degree turn. 
There are moments in the game when this maneuver comes 
in very handy, so practice it with your best whip. 


Look Back 


Every so often you 
should check over 
your shoulder to 
assess the situation 
behind you. Police, 
racers, or even 
Lidell's goons could 
be gaining ground. 
This ability is useful 
in the art of 
blocking. If you 
know someone is 
rapidly approaching 
and you can antic- 
ipate his movements, 
block him to 
eliminate the threat. 
Make a habit of 
looking back about 
every five to eight 
seconds to keep 

an eye on things 
behind you. 
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You have several options to choose from when picking your 
camera angle: three external cam options (bumper cam, rear 
cam, and far cam) and one inside option, giving you the 
driver's view of the road ahead. In situations where your 
route is very narrow and other vehicles or obstacles are 
nearby, it's a good idea to change the camera viewpoint to 
one of the outside options. This helps give you an idea of 
where you are in relation to your surroundings. 

We prefer the first-person cam (inside, driver's viewpoint) 
as it makes us feel more immersed in the game, like we're 
really driving the vehicles. In the end it comes down to 
personal preference. 


You have the option of racing eet automatic or manual 
| transmission vehicles. There is little advantage of one over 
| the other, but you may find one easier to control, 
depending on your experience. Generally, manual trans- 
(mission cars should be left to expert players. 
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STREET RACES 

















This is an indispensable tool that you will undoubtedly use 
again and again throughout Story mode. In the map screen, 
select any point you want to travel to and activate the GPS 
tracking feature. Back in the game, you notice that the 








display has changed. A new GPS map is in the bottom-left 
corner, plus the heads-up display at the top center of the 
screen helps you navigate through the streets. Watch the 
HUD as it adapts to each change in your course and still 
keeps you moving in the right direction. 


| The yards/meters number in the HUD tells you how far it 
| is to the next corner, not the distance to the final desti- 
|nation. When you do reach the final destination the HUD 
cee arts itself. 








Wanted Rating 
The wanted rating Is 
a five-star system 
that reflects how 
aggressive the police 
are toward you. The 
more erratic and 
dangerous your 
driving, the more 
stars are added to 
your wanted rating. 
As your wanted 
rating goes higher, 
so does your fine 
when the police 
finally stop you (if 
they can!). Other 
than the monetary 
fines, no other 
repercussions come 
from having a high 
wanted rating. If 
you do get stopped, 
gameplay resumes after you've paid your fine. 


a a 
/f$ [Caution MY] 
Be warned: Your fine will be high if you're caught with a 
five-star wanted rating! 
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Lowrider 
G ame Typ ES High Bounce 

































. Think of this 
Quickrace challenge as high- 
Aside from Story mode, this is where you access the majority | Jump for your rides. 
of gameplay in L.A. Rush. All of the event types can be Two whips face off 

found here, anda in this challenge to 
es _ few more (extras put their hydraulics 
> s 1 not found in Story and driver rhythm 
at mode) for good skills to the test. 
EVENT } measure. In the next | Each higher bounce 








STREET RACE 1 ‘ei : i t 
TIME OF DAY 7 few sections we your whip Spc es 


' cover everything you . moves the tracking 
Fncege aE ean =~ p=) ee" = yh need to know about arrow up the scale. 


ome a events. player who can 

bounce his lowrider 

the highest within 

Race the set time limit. 
Anything under 100 
inches is considered : 
medium pimpin'—go 
big or go home! 

















Hit the bounce button when your hydraulics are at the 
lowest point, closest to the ground. 








Standing Tall —. J 
The Standing Tall | eee — 


challenge takes the 
high bounce to the 
next level. Not only 
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do you have to nT "Ta \ fl 
achieve the highest | bo S a | 
Street races are the hottest action in town and these events bounce, you have to §- See 


beat your opponent 
and stand your whip 
right up on its end 
before the other 
player does it! This a , _ 
IS not as easy as It — a eee 
sounds; you need at ihc este 
least a handful of | =| 

solid bounces to 
stand your ride on 
its bumper before 
the clock counts 
down to 0. 


are taken right from Story mode. Use these races to practice 
for the upcoming high-stakes events in the story or relive all 
of your fast-paced pursuits around L.A. with all of the events 
across all five districts. 
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If you lose your rhythm, don't keep trying to get it going 


again. Let your ride slow down and start your bouncing set 
again from scratch. 





Cruise 










Several Cruise events 
are located in each of 
the five districts 
around the city. The 
premise is that the | 
vehicle you're driving | 
is set on cruise 
control and has a 
minimum speed limit 
set for you. Don't let | 
the vehicle drop 





below that minimum 
speed or you fail the 
mission. You must 
drive around the 
district setting 

length records until 
you either win the 
event or crash and 
burn. If you slow 
down, you lose; if 
you crash, you lose— 
are you sensing a theme here? Sound easy? Give it a shot! 





If you're traveling at your minimum speed and are about to 


hit an obstacle, hit the gas and speed up! Impact with 
objects slows you down slightly and you often can't afford 
to lose any speed during a Cruise event. 








Mission 

Missions are 
composed of either 
Acquire races or 
Retribution missions. 


You can choose from | 


any of the events or 
races that are 

regularly available in 
Story mode for each 


of the five districts in § 


the game. In this 
case, we had to steal 
one of Lidell's rides 
and leave it on the 
railroad track for 
some explosive 
revenge! 


Roam 

















DISTRICT 
SOUTH BAY 


T¥PE 
ROAM 


Sy 





TIME OF DAY 





“Industry af its peak” | 



















This is your chance 


to explore the city: 


go anywhere, do 
anything, drive on 
any sidewalk you 
like. You pick the 
whip and the rest is 
open for discovery. 
Get out there and 
see the sights, find 
the biggest jumps, 
or get your rush on 
the highway firing 
Nitro and dodging 
traffic in the 
oncoming lane. 

We recommend 
spending some 
quality time roaming 
in each of the five 
districts to get a 
good feel for the 





_ street layout. During a race you can't access the big 
» map, so you must have an idea of the best route to 
take to make it to the next waypoint or objective. 
Refer to the L.A. Streets chapter of this guide for 
maps of all races. 
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Let's get crackin'! Here's a breakdown of all the whips in the = ™ 
game. We list the performance stats for each ride and Cadillac 


present them at both stock and upgraded stages, plus how 1971 Eldorado” 


much money it takes to get them there. When you're ready 
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to spend your hard-earned cash, visit the West Coast Performance Stats 
Customs shops at one of the various locations around L.A. to Speed Handling Acceleration 
lay on the pimp and fully customize your whip. 3 9 









Buick” 
1987 GNX” 


Performance Stats 
Handling Acceleration 

















S. F 
WCC Upgrade Pac 
Pimpin' Cost: $2,000 
We went with snow white paint and black smoked windows 
on this '71 Caddy Eldo. An air ride suspension gives it a 
nice smooth auto up and down, and the GFG 20-inch 
Beverly Hills rims style it out right. 












Wwcc Upgrade Package | 2004 Escalade 


Pimpin' Cost: $11,000 Performance Stats 

The '87 GNX gets smoked lights, tinted windows, and Speed Handling Acceleration 
House of Kolor Galaxy Gray body paint. We lowered the 
suspension by a couple of inches and then gave it some extra 
jump by powering it up with a Nitrous Express system. 











> Le ie hl re ij if 
ey 
> Vay tig 


/ (ae 




















1964 Impala SS" 


Performance Stats 
Speed Handling Acceleration 











WCC Upgrade Package 
Pimpin' Cost: $3,500 
The 2004 Cadillac Escalade. We chromed this one out 
along the edges—egrill, gas cap, door handles. Then we 
blacked out the windows and dropped it so the shorties 
could have easy access. 








Chevrolet” 
1959 Impala™ 


Performance Stats 
Speed Handling Acceleration 





E— 


CC Upgrade Package 
Pimpin' Cost: $2,500 

The '64 Chevy Impala SS, a classic American hot rod done 
up right with chromed side mirrors, door handles, and front 
and rear bumps. It's riding on top of 22-inch Dayton 








reverse radials. We gave this classic American hot rod that 
West Coast Customs touch. 








1967 Camaro 


Performance Stats 
Speed Handling Acceleration 











WCC Upgrade Package 
Pimpin' Cost: $5,500 

The '59 Chevy Impala gets the top chopped by about three 
inches and chromed out all around—molding, handles, 
grill, bumpers...everything. The air ride suspension gives it 








easy ups and downs, and the Gibson headers and exhaust 
give it that deep-down rumbling sound so they can hear 
you coming five blocks off. 
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1970 Chevelle” SS-454 LS6" 


Performance Stats 


Speed Handling Acceleration 
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WCC Upgrade P 
Pimpin' Cost: $2,000 

The 1967 Camaro COPO gets muscled up even more with 
the ProCharger supercharger, Gibson headers and exhaust, 








and a nitrous system from Nitrous Express. 


1969 Corvette® Stingray” 


Performance Stats 
Speed Handling Acceleration 








WCC Upgrade Package 
Pimpin' Cost: $8,000 

The 1970 Chevelle 454, the workhorse—supercharged and 
nitrous-ized. Lowered stance and painted Starlite Black. 











Even when it's standing still, you can see this bad boy was 
made to run. 





1973 Monte Carlo” 


Performance Stats 
Speed Handling Acceleration 














WCC Upgrade Package 
Pimpin' Cost: $10,000 

The '69 Corvette Stingray gets dressed up with a high- 
polished blower and some HOK Blue Blood. Riding on 








low-pro 19s and dropped by 2, this car is a one-of-a-kind 
classic. 























2002 Corvette ZO6" 


Performance Stats 


Speed Handling Acceleration 
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WCC Upgrade Package 











Pimpin' Cost: $2,500 
The '73 Chevy Monte Carlo gets juiced with a ProCharger 
supercharger and nitrous kit from Nitrous Express. We put 
on some House of Kolor Zenith Gold body paint, lifted the 
rear, and dropped the front to give it that classic muscle 
car look. 


2000 Impala SS 


Performance Stats 
Speed Handling Acceleration 





WCC Upgrade Package 









Pimpin' Cost: $15,000 
The '02 'vette Z06. We stuck a ProCharger supercharger in 
this one and dropped in a B&M short shifter to help you 
reduce that throw, giving you that extra edge when you're 
looking to outrun the also-rans. 








2004 SSR" 


Performance Stats 
Speed Handling Acceleration 











WCC Upgrade Package 


Pimpin' Cost: $3,000 

Police got to keep up, so they have the 2000 Impala rigged 
out with a ProCharger supercharger, Borla headers and 
exhaust, and a nitrous system from Nitrous Express. We 
lowered it by three inches and put on bumper guards 
‘cause, as you know, the law sometimes needs to push. 

















2004 Dodge Viper SRI-10 


Performance Stats 
Speed Handling Acceleration 

















WCC Upgrade Package 
Pimpin' Cost: $4,500 

The '04 Chevy SSR gets road ready with a supercharger 
system from ProCharger, Borla headers and exhaust, and 





26-inch Gianelles. And the silver billet grill by SMA sets off 
just right against the House of Kolor So-Blue body paint. 





Dodge 


1969 Dodge HEMI® Charger R/T —— 


Performance Stats WCC Upgrade Package 
Handling Acceleration Pimpin' Cost: $15,500 

We tinted the windows and smoked the taillights on this 
'04 Dodge Viper SRT-10, then dropped it about half a foot 
to keep it low and lean. With the supercharger and headers 
and the full Mopar package, this Viper is ready to strike. 





Speed 















2005 Dodge Magnum RT 


Performance Stats 
Speed Handling Acceleration 

















WCC Upgrade Package 
Pimpin' Cost: $9,000 

The '69 Dodge Charger R/T. We kept this one simple—smoked 
the windows, dropped in a high-polished blower, and chromed 





the bumpers front and back. Dunked it in some House of Kolor 
Ultra Orange...and there you have it, an old-school classic. 

















2005 Dodge Ram Rumble Bee 


Performance Stats 
Speed Handling Acceleration 
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WCC Upgrade Package 
Pimpin' Cost: $7,500 

The '05 Dodge Magnum RT gets dropped and propped, 
riding steady on GFG 22s. Smoked lights, billet grill by SMA, 
Gibson headers and exhaust, and ProCharger's supercharger 
wraps this ride up tight on its way to the winner's circle. 







2005 Dodge SRI-4 


Performance Stats 
Handling Acceleration 








WCC Upgrade Package 

Pimpin' Cost: $5,000 

The 2005 Dodge Ram Rumble Bee gets the full Mopar 
remake to the engine so you know it's got that extra juice. 
Tinted windows, smoked lights, House of Kolor purple 
body paint...this Bee is ready to do some stinging. 








2006 Dodge Charger R/T 


Performance Stats 


Speed Handling Acceleration 





















WCC Upgrade Package 
Pimpin' Cost: $8,500 

The '05 Dodge SRT-4 gets a little extra hop with a 
ProCharger supercharger and Borla headers and exhaust. 
We lowered it by about three inches and kept it simple 
with some House of Kolor white body paint. 
































WCC Upgrade Package 

Pimpin' Cost: $12,000 

The 2006 Dodge Charger R/T. We dropped the '06 
Charger three inches and then smoked the lights and added 
a grill from SMA. And with a Nitrous Express system and a 
ProCharger supercharger under the hood to go with those 
Gibson headers and exhaust, this ride is a speed machine. 





HUMMER® 
2004 HUMMER He” 


Performance Stats 


Speed Handling Acceleration 














WCC Upgrade Package 

Pimpin' Cost: $10,500 

The 2004 HUMMER H2 got a coat of House of Kolor 
Lapis Blue. Then we chromed all the exterior parts so it 
shines from every angle. And even though we dropped it six 
inches, it's still as high-profile as any ride on the road. 
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Infiniti 
2004 Infiniti FX 45 


Performance Stats 


Speed Handling Acceleration 






























WCC Upgrade Package 

Pimpin' Cost: $7,000 

We put some 22 Dresdens on this 04 FX, tinted the 
windows, dropped it a couple of inches, and gave it a coat 
of Cinder Red. We put in a ProCharger supercharger and 
slapped on some Borla exhaust pipes too. 





Lotus 
2004 Elise 1177R 


Performance Stats 


Speed Handling Acceleration 



































Mitsubishi 
2003 Eclipse Spyder 


Performance Stats 
Speed Handling Acceleration 










WCC Upgrade Package 

Pimpin' Cost: $9,500 

The 2004 Lotus Elise 111R. This car rolls out of the 
factory ready to do its thing so it doesn't need much—we 
just smoked the lights, tossed in a supercharger, dropped it 
onto some 19-inch rims, and threw on a coat of HOK 


Black. Ready to roll. 








2004 Exige 


Performance Stats 
Handling Acceleration 





Speed 








WCC Upgrade Package 

Pimpin' Cost: $6,500 

The 2003 Mitsubishi Eclipse Spyder goes Carbon Creations 
all the way—with flared front and rear lips, side skirts, and 
a carbon hood. With some fat racing 19s underneath, this 


Spyder is ready to fly. 














2003 Lancer Evo 8 


Performance Stats 


Speed Handling Acceleration 














WCC Upgrade Package 
Pimpin' Cost: $13,000 

The 2004 Lotus Exige is a flat-out road racer designed for 
handling and performance. We put in a supercharger for 











that extra kick, and a B&M short shifter to get you to that 
next gear quick as you can. 











Nissan 





WCC Upgrade Package 

Pimpin' Cost: $14,500 

The '03 Evo gets some added boost with a Nitrous Express 
system, a turbo charger, and an Extreme Dimensions hood 
scoop that keeps the air flowing through. A Carbon 
Creations mid-splitter and sniper wing is added to see that 
the ride stays steady and smooth. 


1995 240SX 


Performance Stats 
Speed Handling Acceleration 











2002 Skyline GIR R34 


Performance Stats 
Speed Handling Acceleration 





























WCC Upgrade Package 


Pimpin' Cost: $1,000 

The 1995 240SX goes extreme with Extreme Dimensions Type 
M-1 Sport Complete Kit. NISMO Limited Slip Differential 
and R-Tune Adjustable Suspension means you'll be as steady 
and strong on tight curves as you'll be on the straightaways. 








WCC Upgrade Package 

Pimpin' Cost: $13,500 

The 2002 Nissan Skyline gets all dressed up with the 
Extreme Dimensions body kit and a new coat of color— 
Emerald Green—from HOK. With the NISMO headers and 
exhaust, and some fat rear 20s, this ride has a hard time 
standing still. 


2004 3502 


Performance Stats 
Speed Handling Acceleration 





























2005 Frontier 
Performance Stats ————___—___—_ 
Speed Handling Acceleration 















WCC Upgrade Package 
Pimpin' Cost: $11,500 
The '04 Nissan 350Z gets remade from the wheels up with 
NISMO suspension, sway bars, headers, and tune-cams. All 
dressed up with an Extreme Dimensions body kit, this whip 
is ready for its close-up. 








2004 Sentra SE-R Spec V 


Performance Stats —————————————_- 
Speed Handling Acceleration 





WCC Upgrade Package 

Pimpin' Cost: $1,500 

The '05 Nissan Frontier gets an SMA billet grill, tinted 
glass, and goes high-profile with a 10-inch lift. NISMO 
exhaust, Gibson headers, and a ProCharger supercharger 
make this rig ready to race. 





2005 Titan 


Performance Stats ——————————————_- 
Speed Handling Acceleration 








WCC Upgrade Package 

Pimpin' Cost: $3,500 

The '04 Spec 5 gets the NISMO treatment—R-tune cams, 
S-tune suspension with sway bars, NISMO wheels and 
body kit. Borla headers and exhaust will have this one 
growling, and the Nitrous Express system means you'll be 
nothing but a blur when you fly past other rides. 

















WCC Upgrade Package 

Pimpin' Cost: $4,000 

The '05 Nissan Titan pickup gets the NISMO super- 
charger, R-tune headers, and S-tune exhaust. We lifted it 
about a foot and double shocked it so it rides smooth on 
road and off. Then we dressed it up with some shaved door 
handles, a billet grill, and House of Kolor Black Sparkle. 


Oldsmobile” 
1988 Cutlass Supreme” 


Performance Stats 
Speed 


Handling Acceleration 




















WCC Upgrade Package 


Pimpin' Cost: $1,500 

The 1988 Cutlass Supreme gets a chromed grill and 
bumpers, blacked-out windows, smoked lights, and some 
House of Kolor Sherwood body paint. The ProCharger 
supercharger and Gibson headers and exhaust keep this one 
rolling steady on its 22-inch Giovannas. 


Pontiac 
1966 GTO” 


Performance Stats 
Speed 


Handling Acceleration 
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WCC Upgrade Package 

Pimpin' Cost: $6,000 

The '66 Pontiac GTO gets dressed up with some new- 
school accessories—Chrome blower, shaved door handles, 
and chromed bumpers, front and rear. The nitrous system 
by Nitrous Express, Borla headers and exhaust, and a 
ProCharger supercharger guarantee that this old-school 
ride is well equipped to lead the pack. 












=J ms SF iiAeFicial cave GUA 


= 





2005 GTO 


Performance Stats 
Speed Handling Acceleration 











WCC Upgrade Package 
Pimpin' Cost: $3,000 

The Solstice doesn't need much; a little visual upgrade and 
some new brakes, and this one's ghost. 





Saleen 
2004 Saleen S7 


Performance Stats 





Speed Handling Acceleration 
5 4 5 


WCC Upgrade Package ee on snail 
Pimpin' Cost: $12,500 

Pontiac brings on some new muscle with the '05 GTO, and 
we beefed it up just a little bit more with a ProCharger 
supercharger and Gibson headers and exhaust. A billet grill 
by SMA looks clean on the front, and the B&M racing 
shifter on the inside gets you into gear with no time wasted. 






















2006 Solstice” 


Performance Stats 





Acceleration 


ate hh Rowen rok” 


Speed Handling 





Fk 





WCC Upgrade Package 


Pimpin' Cost: $16,000 
The '04 Saleen S7 gets a supercharger, shaded windows, 
and a set of GFG 20s so it's rolling in style. 











Subaru 
2003 Impreza WRX STI 


Performance Stats 


Speed Handling Acceleration 

















2005 Concept 2 


Performance Stats 


Acceleration 


These concept cars are already 


Speed Handling 


tuned and pimped—there are no 
| upgrades available or required. Just | 3 4 4 








\ get In and crack those whips! 


2005 Concept 7 


Performance Stats 





Acceleration 


Handling 











2005 Concept 3 
Performance Stats 


Speed Handling Acceleration 
3 4 4 
Tiles oS 


i 














WCC Upgrade Package 
Pimpin' Cost: $14,000 

The '03 Subaru Impreza gets lightened up all the way 
around with a carbon hood, trunk, and side-view mirrors. 

















The twin turbos and Borla headers and exhaust give it that 
added hop, and the Giovanna Gello 18s have you riding to 
the finish line in style. 


2005 Concept 4 


Performance Stats 


Speed Handling Acceleration 
3 4 4 
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2005 Concept 5 
Performance Stats 


Speed Handling Acceleration 
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2005 Concept 6 


Performance Stats 


Acceleration 
3 


Handling 





2005 Concept 7 


Performance Stats 
Speed Handling Acceleration 
3 4 4 
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2005 Concept & 


Performance Stats 


Acceleration 
3 


Handling 











2005 Concept 9 


Performance Stats 


Speed Handling Acceleration 











2005 Concept 710 


Performance Stats 
Speed Handling Acceleration 














2005 Concept 17 


Performance Stats 


Speed Handling Acceleration 








2005 Concept 12 


Performance Stats 


Speed Handling Acceleration 








2005 Concept 13 


Performance Stats 


Speed Handling Acceleration 











2005 Concept 14 
Performance Stats 


Speed Handling Acceleration 
3 3 S 
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2005 Concept 15 2005 Concept 17 2005 Concept 719 


Performance Stats———— Performance Stats————_ | Performance Stats 
Speed Handling — Acceleration Speed Handling — Acceleration Speed Handling — Acceleration 























2005 Concept 16 2005 Concept 18 2005 Concept 20 


Performance Stats———— Performance Stats———— } ¥Performance Stats 


Handling —_— Acceleration Speed = Handling _— Acceleration 





Handling Acceleration Speed 





Speed 
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SR = Street Race 

A = Acquire Event 

S = Stunt Event 

R = Retribution Mission 

END = Endurance Race 
WWC = West Coast Customs 
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Look for the green highlighted routes on the course 
maps. There are many routes through the streets of L.A., 
but the green routes are the ones we recommend. 


ited. 









Street Races come in several forms. Here's a brief rundown. 
Crosstown Races: Point-to-point sprints that disappear from 
the map after you've placed in the top three. These races are 
used to advance the story mode game. Hot Spot Races: 
Circuit courses that remain on the game map so you can use 
them to continually earn money to compete in other races. 
KO Races: These are bonus races also known as lap 
knockouts, where the last car around the course each lap is 
eliminated until there is one winner. Endurance Races: There 
iS One endurance race in story mode with over 70 waypoints, 
and it takes you all around LA. 





Beverly Hills Crib 


This crib is the bomb, or at least it was until Lidell had all 
your stuff repossessed. Regardless, you'll be visiting here 
often during your attempts to get your stuff back. The 
large compound has a secure front entrance on the 
northeast and two narrow lanes that lead in from the 
southwest entrance. Familiarize yourself with the layout in 
case you need to get inside quick. 





The street races located throughout L.A. are composed of a 
series of waypoints. The number of waypoints ranges from as 
little as 10 to over 70 for the longer endurance races. Many 
of these waypoints are out in the open, not requiring specific 
strategy; others, however, may be located in a tight spot, at 
an awkward angle, or in an area that requires our help to 
find. We've identified the key waypoints in each race to help 
you devise a plan for that part of the course and work them 
into your overall strategy. Look for the screenshots and 
captions that illustrate challenging parts of each course— 
they'll help you earn your spot in the winner's rankings. 





Meleritlia beverly Hills 
ina --4 Free 


w Er 4-H 51, O00 
Laps: 





Summary 


Your first street race is a very straightforward route 
through the northern section of Beverly Hills. The long 
straights and sweeping corners make for easy money. Use 
this free race to make quick cash when your funds are 
low. Cut across every grass lawn to take the sharpness out 
of the corners—this is especially useful on the southern 
half of the course. 


Strategy 


@ Al racers take 
the south road 
here. lgnorethem J 
and stay straight to | 
maintain your high 
speed. Pay close 
attention to where 
the routes rejoin 
ahead as there isa _ | 
subtle short wall on | 
the right that is 
very solid. 














Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 





| 


Www. primagames.com 


a 0) AY'( 8/6) 8, 


Story Mode 





Q Catch sick air 
off the truck ramp 
while collecting an 
additional Nitro. 

You must hit this 


ramp jump straight Joo. 


on to avoid angling 
off to the left into 
the oncoming 
traffic! 


@ Along the home 
stretch, use Nitro 
and zip along the 


sidewalk to avoid 
traffic. Edge back 


and forth slightly to | 


avoid the wall on 
the left and to 
squeak between 
cars at Intersec- 
tions, but keep the 


N 
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inputs slight to avoid harsh steering adjustments. 


Street Race 2 3 Is 
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Bete tele East Hollywood 
Entry Fee: Ey24-]8 
1st Prize: Eyre 





Laps: 


Summary 


The general route for this race takes you back and forth 
through some short street sections—be prepared for some 
very quick direction changes. There is a lot of traffic in 
this area, so you may want to spend time ripping up the 
sidewalks on any straightaways. 


Strategy 





1) Look for the 
statue on the hill at 
the Big Pizza joint 
on the corner. Cut 
the corner, and 
blast through the | 
statue and over the | 
hillto get a jump | 
on the competition. 











2 Use the ramp 
on the truck to 
avoid traffic 
congestion at this 
intersection. 
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Story Mode ~ 























Q Watch for the 
cross traffic at this 
intersection. A semi 
rips through from 
the west as you 
approach. It's easier # 
to thread the ] 
needle right under- 
neath it rather than | 
trying to dodgeto | 
its front or rear. 








@ Cut the corner 
through the empty 
parking lot and go 
airborne off the 
ramp. You should 
land in perfect 
position to hit the 
waypoint and jet 
right underneath 
the semi blocking 
the intersection. 














Welter} tele Hollywood 
Tita t= b 1, O00 


w Ee arte SO, OOO Crosstown races are sprints from point A to point B—there 
is no time to play it safe; get that whip crackin'! 





Summary 


This is your first sprint race—a mad dash around 
Hollywood that has you scrambling over and under several 
large semi-trailers. In a tight race, you must use these 
several trucks to your fullest advantage. When threading 
the needle underneath a semi-trailer, push an opponent 
into one of the tires to total him. Alternately, when 
approaching a truck ramp, make sure your competition 
can't follow by edging them off course before the jump. 


Strategy 


Use the ramp 
on the back of the 
truck to clear traffic 
and land out in the | 
middle of the grassy |} 
field. If you hit the 
jump straight on, 
you should be in a 
perfect line to cut 








~ 
y 
the following corner Fx 
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near the Police 
station. 
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Location: Hollywood 
Summary 


In this second all-out sprint race across town, the stakes 
are certainly higher—specifically, there are more cops and 
more traffic. A roadblock adds another handful of cops to 
the pursuit in an instant so your driving must be perfect 
to avoid any unnecessary distractions (like being busted). 


Strategy 


1) Cut through 
the empty parking 
lot and use the 
ramp to jump over 
traffic and get 
ahead of your 
competition. Nab 
the extra Nitro 

at the top of the 
ramp if you're not 
already full. 








Laps: 


Summary 


These two laps around Hollywood can be difficult consid- 
ering both the abundant police presence and the industrial 
cargo trucks that are quick to round upcoming corners. 
Beware of decreased traction when heading off road—lay 
off the gas when you need to straighten out! On the final 
lap, expect to see a police roadblock. Use the ramp on the 
back of the semi to soar over their heads. 





Q Prepare for a 
high-speed pursuit 
as you blast past 
this police 
roadblock. Weave 
in and out of traffic | 





Strategy 





to avoid them as 
they try to run you 
off the road or box 
you In. 





@ Drive between 
the shops to elude 
pursuing police and 
cut off the harsh j 
angle of this corner. | 








Exercise 
caution while 
driving through this 
slick off-road area. 
Look for the high, 
grassy area (that 
looks like a ramp) 
next to the wall to 
return back onto 
the street. After 
you're over the 











wall, you must have perfect alignment to avoid the 
buildings on both sides and ensure a smooth transition 
back into the next street section. 
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HOLLYWOOD 


Story Mode ~ 








Q Take this 
alternate route 
through the narrow 
alley to pick up 
Nitro (if you need 
it) and shave off a_ | 
second or two from | 
your time. 








@) We found this 
to be the fastest 
route instead of 
following the Al 
route along the 
street to the north. 
This route has one 
less turn and you 
can reach your top 
speed faster. 





Street Race 6 » 


{( =j , WOOL 





Entry Fee: 


1st Prize: 





Summary 


This is a tough Crosstown race, especially if you brought 
the wrong whip to the game. Acceleration and handling 








are very important here; time to park the Hummer and 
bring out the trusty old cart (Nissan 240SX—upgrades 
OK) and work your way around some tough corner series. 
The key to this one is having the patience to play it safe; 
being reckless adds far too many seconds onto your time 
in the end. 


Strategy 


@ Both this and 
the previous alley 
sections are very 
narrow. The 
entrance to this 
alley is set on 
what's known as a 
declining radius 
turn (a really sharp 
corner!). Brake 
hard before cutting 
inside on this hard left and approach from the far outside 
of the turn. 

















® When you spot 
the car dealership 
and the Nitro, gun 
it hard. This 
straight line leads 
you up onto the 
ramp on the truck 
and you can fly 
over on a beeline 
for the next 
waypoint to the 
other side of the grassy area. 











© Crosstown 
traffic, and you've 
got other problems 
to deal with here. 
Watch for the semi 
to come barreling 
through from the 
north. With great 
timing you can 
thread the needle 
underneath the 
truck's trailer while everyone else crashes and burns. 








The day/night cycle is tied to your completion of race 
events—finishing about every three races turns daylight 
to darkness. 
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Entry Fee: 
1st Prize: 





Summary 


This is the longest of the regular street races in the 
district; it takes you from one end of Hollywood to the 
other. There are some fast straights to really let loose on 
and some challenging city features to navigate. The two 
most problematic areas are the park and the fast lines up 
the dirt roads of Mulholland Drive. You need a fast car 
with really good handling to do well in this event! 


Strategy 





1) The police are 
waiting near the 
park entrance. 
Approach the walls 
cautiously, since 
this is an accident- 
prone area. To 

get through it 
unscathed, make 

a straight line over 
the stairs and 
through the statue or take the time to go around the ring 
on the flats and avoid debris when the statue breaks. 












, 
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@ As you 


approach the 
hillcrest near the 
Hollywood sign, 
activate a Nitro and | 
line up straight 
with the next 
waypoint. Some 
parts of the hill 
below can cause 
awkward landings, 
but if you fly far enough you'll avoid them altogether. 














© On the home 
stretch, use your 
Nitro for a valuable 
boost. Hit the ramp — 
on the back of the | 
semi to clear the 
traffic near the 
finish line. 


















Breaking Even: In most race events you only have to place 
third to break even on what you spent to enter the event. 
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ME eteriitelie West Hollywood 
Silat t= 15,000 
Me 4 OO05 Midway Concept O71 





Summary 


This is a no-frills course around Hollywood and the compe- 
tition is fierce. There's no room for mistakes in this event; 
you need first place to win the concept car. The high 
speeds coupled with the gradient changes make this event 
difficult. Together, they make reacting to traffic extremely 
tricky. Use sidewalks if you can at high speeds, but watch 
the intersections because your field of view is limited and 
you won't see fast cross traffic until the last second. 
Remember, this is a Knockout event: The last person 
around the course Is eliminated until there is a winner. 


Strategy 


@ While heading 
south on this long 
straightaway, keep 
a sharp eye open 
for the slight 
gradient changes 
that hide cars. 
When racing down 
this street, traffic 
often appears out 
of nowhere. A word 
to the wise: use the sidewalks! 











Q This whole 
serpentine section 
requires some quick 
thinking and 
reaction speeds. 
You'll likely be 
doing a lot of 
weaving back and 
forth through 
traffic here— 
however the left 
sidewalk makes for a "safe" alternative. Two points of 
caution: Be mindful of the several busses, which make 
great obstacles throughout this section; and also the 
elevation changes that make high-speed control 
challenging. It's a good idea to slow down a bit through 
this section if you're skittish with the controls. 














Acquire /-AC)i- a 


Usually after completing a Crosstown race (indicated by 
stars on the in-game map) an Acquire mission unlocks. 
They are represented by the key icons on the in-game 
map and may be scattered throughout the district. From 
the starting point at each mission, Lidell's peeps attempt 
to stop you or at least damage your whip as you try to 
repossess it. The destination is always your local crib, and 
the objective is to get there any way you can. There are 
no best routes to get there, just avoid Lidell's goons and 
the cops at all costs! Depending on the damage inflicted 
on your whip, the costs of repairing it will vary—after you 
get it back to the garage, that Is. 


For these and all Acquire missions, refer to the master 
\district map at the beginning of each section. 


Mission 7 By 


North Hollywood 
Beverly Hills Crib 

Free 

1964 Chevy Impala SS 














Meters irn(elik 
Destination: 
Entry Fee: 
Prize: 

















In this first Acquire mission, you're trying to repossess 
your 1964 Impala. Lidell has it stashed in North 
Hollywood. This is the longest of the four missions in this 
district. They can only get easier from here, right? You 
are swarmed by his peeps so don't get confused by the 
side streets and let them box you in. Head south ASAP as 
far as you can go, stay on the widest streets, and then 
head west on one of the avenues. Avoid tight alleys and 
streets where you can easily get boxed in and lose the 
mission. 

















Ria 








Mission 2 » 


Welersl Ate OOUthHWwest Beverly Hills 
elirintean Beverly Hills Crib 
iia e gf --4 Free 
aaur4-4 1964 Chevy Impala SS 















The second Acquire mission in this district is also the 
shortest, but getting going can be tricky. You start ina 
garage and must escape before you're boxed in by three 
or more vehicles. Race west on the wider streets until your 
crib is nearly due north of your position. From there it's a 
quick jog to your crib. 


Mission 3 » 


Melerztn(eaeg OOUthH Mulholland Drive 
elite beverly Hills Crib 
iia gt --4 Pree 
der4-4§ 2005 Nissan Frontier 








Mission 3 is of medium length for this district, but the 
same rules apply as in previous Acquire missions: stay out 
of tight alleys and avoid congested traffic. When the 
mission begins, you're already stuck behind some 
buildings with several vehicles on you. You have a few 
options: head north through the wall for some off- 
roading or head south into the streets between the 
buildings. When you're out in the open, stick to wider 
routes, and head south, then southwest, on the main 
avenue to make the fastest progress. Alternately, you can 
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go four-wheeling in the Frontier southwest of Mulholland 
Drive and work your way across the north side of Beverly 
Hills toward the crib. 


Mission 4 B 


Weler} et fe}by OOUth-Central Hollywood 
el ririntein beverly Hills Crib 
iia e gf --4 Pree 
aaur4- OOOS Nissan Titan 




















The last Acquire mission for this district is medium-length 
and similarly difficult as the others. Start in South-Central 
Hollywood and take an easy route west that connects 
right into the main drag heading southwest toward the 
crib. Use sidewalks where you can to avoid traffic 
altogether. The Titan has great acceleration, you should 
be able to power away from the goon squad. 
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eter tei Hollywood 
el etilitlAlelia Free 
aaer4-H -, JOO 
eleyf-teami- Destroy Lidell’s Five 
New Billboards 








Lidell just had five new billboards put up around 
Hollywood—and you're going to take them down! Refer 
to the numbers on the map to find your route. All of the 
ramps (with the exception of Ramp 5) used to catch sick 
air and bust apart the billboards are located in alleys. 
Ramp 5 is located right off the sidewalk: It takes only a 
little speed to finish off the last billboard and end the 
mission, ruining Lidell's investment in the process. 


._ —==z  oaXH 


Event 1 y 
Weterl fel Central Hollywood 
aaer4-e 1909 Chevy Impala 











a 0) AY'( 8/6), 


Story Mode 





When counting waypoints in Stunt mode, don't count the 
initial race icon that cues Stunt mode. Start counting from the 
first waypoint marker you hit once Stunt mode is activated. 





Waypoint 4: Here's 
a sharp left turn in 
the garage. Steer 
clear of the back of — 
the truck. Go past 
the back of the 
truck and around 
the concrete pillars. 
Collect the 
waypoint at the 
other end of the 
garage and continue outside. 











Waypoint 7: As 
soon as you hit this 
waypoint, prepare 
to make a sharp 
right turn into the 
near side of the | 
aqueduct. This turn 
comes up fast if 
you're already 
going at mach 
speed, so antici- 
pation Is very important. 
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Waypoint 10: 
Launch off this 
jump to the left to 
avoid hitting the 
bridge support 
column. After 
you're past it, use 
Nitro and get up 
the ramp at the 
bridge to complete 
the mission. 











Event 2 » 
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Bele Ateley East Hollywood 
Jar4-44 Unlock Lowrider 
Bounce Events 





Strategy 


Waypoint 5: Jump 
off the center 
meridian—launch 
to the right or left 
to avoid landing on | 
the center meridian | 
and crashing. If you | 
land on the right 
side, swing wide out j= 
on your approach [P= 
to Waypoint 6 near | 
the tunnel entrance. 
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Waypoint 6: At the 
access tunnel 
entrance, use a 
wide, cautious 
approach. This | 
feature is something | 
of a bottleneck—be | 
wary of the side 
walls to the 
entrance. A crash 
here will end your 
Stunt mode prematurely. 














Waypoint 7: You're 
inside the access 
tunnel, so don't use 
Nitro in here to | 
avoid ricocheting 
off the walls and 
losing control. You 
need a super 
straight exit to hit 
the final waypoint 
and jump off the 
ramp, so don't oversteer! 


Event 3 » 
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Story Mode 












Strategy 
Waypoint 7: Be — a 
cautious of the SS Bisse 

sharp right turn [ties ALOU 


i — 
<> 





into the alley. It can 
be hard to see the 
waypoint hiding 

in the entrance to 
the alley if you're 
doing this stunt 
track at night. 





Waypoint 9: This is 
the approach to the 
park. Jump just as 
you're leaving the 
alley. Lay off the 
gas a bit until you 
set up straight for 
the truck ramp. 








Strategy 
Waypoint 8: Lining 
up straight for this 
is a challenge on 
the grass. Don't 
use too much gas 
or you'll spin out. 
Approach the hole 
in the wall with 
caution and line up 
with the ramp. } 








Waypoint 10: On 
the truck ramp, you 
must stay dead 
straight on here or 
you'll end up 
crashing off tothe | 
side of the building. | 
When you're on the 
roof going for the 
next waypoint, keep | Once you hit the 
your steering input Nitro, it automatically kicks in to get you up and over to 
subtle or you'll go off-course and miss the waypoint on the building rooftop and the next waypoint. 

the roof. 














Waypoint 15: After 
passing Waypoint 
14 on the ramp, 
you must pull a 
Ever » quick 180 in the 
Event a streets below. 
. Don't waste time— 
Bete North Hollywood you need to get 


saad LOWrider Standing moving down the 


Tall Events street toward the 
cop shop. 
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Waypoints 17-19: 
Police Department. 
The approach ts 
fast, so brake hard 
at the front stairs of | 
the cop shop. The | 
tricky parts are the 
last few waypoints 
located close | 
together around the | 
east ledge of this 





building. Once you turn the final corner, use the two 


ramps on the back side of the Police Department to blast 


off and complete the mission. 


Event 5 p 


Tarde He Hummer 


Mele teley OOUtH Beverly Hills 








P 
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Waypoint 3: This is 
a very tight, sharp 
turn into the 
apartment complex 
parking lot. Be 
careful not to hit 





the cement walls or 


the security booth 
on the way in. 





Waypoint 7: 
Immediately after 
going through the 
seventh waypoint, 
prepare for a very 
sharp left hairpin 
turn, as the route 
nearly turns back 
on itself. Use the 
handbrake and slide | 
around this corner | 





(it almost has you going in the opposite direction now! ) 


toward Waypoint 8. 








Waypoint 9: This 
sharp right into the 
shortcut between 
estates IS easy to 
miss, especially at 
night. As soon as 
you come around 
the previous 
corner, you must 
be ready to hit the 
brakes and correct 








for the extreme angle of entry. 
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Story Mode 





Berita beverly Hills 
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Summary ————————— | Strategy 

This is the mother of all races; an endurance race from @ Head up and 

one end of the city to the other and back. There are no straight over the 
laps to complete but there are over 70 waypoints to pass hill for some high- 
through on your way to the finish line. This is a compli- speed off-roading. 
cated course and the competition is top-notch. It may Be wary of using 
take you a few attempts just to get the route down before , Nitro on the dirt or | 
you even start placing in the finishing top three. turf, as it can easily | 


cause you to spin 
out of control. 
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@Q As soon as the 
GPS arrow turns to 
the east just after 
passing this 
waypoint cut left 
into the 
construction yard. 
This shortcut save 
a few seconds and 
ends with a 


dramatic jump off a_ 
dirt ramp back onto the highway. 


@ You'll be going 
mach 3 down this 
off-ramp but when 
you near the 
waypoint, watch for 


the broken barrier on | 


the left. Smash 
through the highway 


caution signs, hit the 


waypoint, and 
continue down 


underneath the highway. 


4) When you get 
down into the 
aqueduct, try to 
keep to the right 
side. The check- 
point at the 
aqueduct exit Is up 
to the right; 
however, you can 
still get there by 
cutting across at 


the last second if you get stuck on the left side of the 


divider. 


@ You can cut 
right through the 
container storage 
yard. Avoid the 


stacks of containers | 


and head straight 


through to the next | 


waypoint. 






































@ Watch for the 
subtle entry into 
the underground 
garage. Once inside 
there are few cars 
and many even 
more dangerous 
concrete pillars. Rip 
through it and 
make a hard right 
turn once out the 
exit and back on street level. 











@ After the 
narrow alley, the 
street opens up 
again but you end 
up jumping off a 
huge overpass to 
the street below. 
It's important to 
keep control of your 
vehicle here, since | 
there are now many ° 
police cars in pursuit and you can't give them an oppor- 
tunity to box you In. 


sebee88i 











Q) The option is 
yours, but we 
recommend taking 
the tunnel despite 
the heavy police 
presence—it just 
makes things more 
interesting. The 
direct line on this 
route Is great, as 
opposed to some 
awkward angles if you take the alternate route. 











Turn right 
onto the highway 
off-ramp. You are 
heading against 
the traffic but the 
line is so much 





faster than heading | 
up Mulholland 
Drive. The check- 
point after this one | 
is right at the 
tunnel exit, where you're set up perfectly for the final 
leg of the race. 
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Meler-tn(e}ae Santa Monica Residential 


Compared to your Beverly Hills crib and garage, this Sila ay S500 
place is quite austere. This alley back behind the shops ue ard 1,500 
is easily accessible from both sides—with direct Laps: & 
entrances from both the east and west. 





Summary 


The first race in the district is fairly straightforward; it's 
the shortcuts that can be tricky. The Al doesn't often use 
the shortcuts so it's in your best interest to use them to 
the fullest. However, at least one opponent racer will use 
the parking lot shortcut at ©. Traffic is considerably 
milder on this course than the events found later in this 
district—and with this route's mild gradient changes, you 
don't have to worry about blind spots in the road ahead. 
This is a great course to show off your sidewalk and 
lawn-driving abilities to successfully get around corners 
more quickly. 


“Tie a ae 
West Entrance 


Strategy 


The first of 
several shortcuts Is 
through the first 
part of the 
construction site. 
Watch for the Nitro | 
that leads off down | 
an excavated, 
unfinished roadway 
and through a short 4 
cement tunnel. : 
When you reach the end of this construction site, smash 

through the plywood wall and exit right to gain a second 
wy or two. Remember to be cautious about the reduced 
traction when driving on dirt. 














Q Another con- 
struction site, 
another shortcut. 
Bust through the 
plywood walls on 
the corner of the 
right side of the 
intersection. Follow 
the route that 
parallels close to 
the road. As you 
approach, watch for the dirt ramp at the far end of the 
construction site; this is your jump back onto the street. 
You must have sufficient speed to clear the short cement 
wall or you'll be stopped dead in your tracks. A slight 
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Story Mode 














angle to the right on your takeoff helps put you on track Meyer-tA li GOUth Santa Monica/ 
for the next waypoint. Venice Beach 
Entry Fee: E-y4-18 





@ Watch for the 
open parking lot 
between these 
buildings to shave 
off valuable seconds |} 
from your time. “4 
There should be 
only a few cars and 
obstacles in the 
parking lot, but 
beware of the Al 
drivers that often take this route as well—one small tap 
on the rear quarter can send you into a wall. Pass by the 
burger joint and kick in the Nitro for the following 
straight stretch! 


Street Race 2 » I 


1st Prize: by-37)8 


= TH 













Summary 


On the beach sections, this course can be easy like Sunday 
morning, but in the city it's a different story altogether. 
There is moderate traffic in most of the city areas and the 
alternate routes don't provide much relief from typical 
congestion—dodging traffic is just par for the course. This 
is a fast course with both north- and south-heading 
straightaways that provide some blurry high-speed oppor- 
tunities with plenty of Nitro to go around. 


Strategy 














highway rather than through the city streets. It's more a 
matter of personal preference than one of saving time. 
The route veers off into the open dirt area to the right— 
look for the Nitro on the side of the road as your cue to 
launch off the side of the street. After you're through this 
initial dirt area, fly off the high embankment adjacent the 
highway for some serious high-flying action. It doesn't 
matter what side of the highway you land on, just be 
ready to book it out of there and down the highway 
toward the distant checkpoint. 









Q This death- 
defying jump 
requires that you 
didn't take the 
alternate highway 
route and are still 
racing through the 
city streets on the 
upper level. When 
you've taken the 
turn to the west 
toward the checkpoint, line your whip up perfectly and hit 
your Nitro. It's a leap of faith but you'll be glad you made 
it. This line takes you straight off the high cliff and right 
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over the highway toward the beach. If you execute this 
well, you're just one sweeping turn away from a straight 
shot down the beach toward the next checkpoint. 


@ This is another 
alternate route that 
may provide a 
slight advantage if 
you're hot on the 
controls. The 
common route 


takes you underthe # 


pier on the ground 
level but this 
requires some 


dodging of many pier support beams. Alternately you can 
head up the ramp to the first level of the pier and jet 
straight across it and out the other side. This tactic can 
have another advantage of confusing or losing the Al 
opponents or literally getting the drop on them. 
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Location: 
Entry Fee: 


1st Prize: 
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Summary 


This Crosstown race takes you throughout Santa 

Monica and features numerous types of challenges. It 
has many high-speed stretches perfectly suited for 
blistering Nitro rushes, several shortcuts, and a few huge 
ramp jumps. Traffic is constant and, more often than 
not, fairly light—but keep a watchful eye out for cross 
traffic when approaching intersections. This is a high- 
speed track; consequently, you should pick a vehicle with 
excellent top speed. 


Strategy 


@ Pass through 
the pylons and get 
some air off the 
ramp. Use the Nitro — 
that's in the air 
beyond the ramp 
for the following 
snaky section. 











Q Cut through 
the construction 
site and jump off 
one of two dirt 
ramp jumps to clear | 
the rest of the site 
and land back on 
the road. The first 
and easiest dirt 
ramp Is straight 
ahead through the 
site and it sends you crashing through the framed 
building. The second jump is a short series of two dirt 
ramps, the second of which is in the back of a dump 
truck. You must line up perfectly if you want to make it 
over the back of the truck; the trajectory puts you on top 
of the far building, and you must use Nitro if you choose 
this second and more difficult jump through the site. 











@ Barrel through 
the pedestrian plaza 
for several blocks, 
staying to either 
side to maintain 
maximum speed— 
don't jump succes- 
sively over the 
middle platforms. 
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SANTA-IMONICA 


Story Mode 





Once you're through this section, smash through the mall 
entrance and take a hard right when you exit. 


Street Race 4 y 





Meters) tele Hollywood 
Silla 1-4 1,000 
uy Jar 4-H 53,000 

Laps: 





Summary 


During these two laps around Santa Monica, you're 
likely to see the other drivers using more tricks than 
previously—like driving on sidewalks and cutting corners 
across lawns. In spite of their behavior, you're going to 
have to up your awareness to take advantage of the 


quickest routes. Some quick transitions into the 
shortcuts require smooth anticipation. Often the biggest 
threat in this event is the cross traffic found at the many 
Intersections. 


Strategy 
@ Watch carefully 


for this narrow 
alley—it's hard to 
see when you come 
racing around the 
previous corner. 
Just be ready to 
come in fast to the 
right and don't 
worry about 
bouncing off the 
walls through the alley, just get through it quickly! 














Q This is another 
quick transition 
from the preceding 
corner. Avoid all 
the traffic up ahead | 
at the intersection | 
by cutting through 
this empty parking 
lot and taking a 
huge chunk off the 
common route that | 
the Al follows. Hit a Nitro and take a wide arc to the 
outside while ripping through the parking lot on a perfect 
setup for the next waypoint. You will have to slow down 
for the mall entrance, however. 











@ When you're 
racing around the 
previous corner, | 
don't be thrown off 
by the glass front of | 
the mall—just bust | 
right through tt! 
Once you're 
through the glass, 
keep to the middle 
of the mall. Watch 
the cross traffic when leaving the mall and heading into 
the pedestrian plaza. 
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Strategy 


@ Right off the 
starting line is your 
first shortcut. The 
Al vehicles 
commonly follow 
the road through 
the construction 
site; however, 
you're going to cut 
straight through 
toward the first 
waypoint. A few hard obstacles are littered around the 
site; steer clear of them. 

















Veer off to the 
right to enter this 
construction site. 
When approaching 
the ramp, be 
cautious because <a 
the sides are | Barter 
indestructible, so if 7 = 
you hit them they'll J 
stop youdeadin [ff 
your tracks. When 
you near the end of the construction site, smash through 
the plywood walls to find your way back onto the stable 
surface of the street. 



















@} As you 
approach this inter- 
section at high 
speed, a semi races | 
Welter Atel Oanta Monica across from the . 
Stele g--4 1,500 east. As always in 


4 Fs hte 53,000 this situation, 


timing is crucial to 
get underneath the | 











Summary ——\————— |" truck unscathed. If | > =~ 

This Crosstown race winds itself all around Santa Monica, | you hitthe braksc ———— 

requiring many quick decisions on your part. Traffic is you should be able to dodge behind the truck easily 
moderate but the greater challenge comes from the enough. 


course's many right-angle turns that lead onto dangerous 
cross streets. Shortcuts are readily available through 
the few construction sites that the Al does 
not commonly take advantage of. This 
is a high-speed course, but don't _cga 
underestimate the value of _.<«—< 
a vehicle with good | 
handling for those 

demanding corners. 
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SANTA -IMONICA 


Story Mode 





Strategy 


1) Watch for the 
police waiting for 
you after the second (8. 
waypoint. They are | 
waiting in ambush 
to start pursuit at 
the following inter- 
section and at 
several others 
around the course. 
Tight driving skills 
are necessary to lose them in the upcoming sections—try 
not to let them distract you too much and practice your 
skills, weaving in and out of traffic. 














Q® After taking a 
two-block run and 
kicking in the Nitro, © 
pick a line off the 
cliff and get some 
sick hang time over | 
the highway toward 
the waypoint. If you § 
line this jump up es 
right, you should be # 
able to follow it 
through the checkpoint and out onto the beach. Just 
watch the pedestrian bridge spanning the highway; It's 
easy to get caught up on It on the way through. 











Eten West Santa Monica €) You must have 
Entry Fee: at least one Nitro 
left for this last 
straight stretch 
along the beach. 
Summary ———________________——_- It's a mad dash | 
with lower traction, | 
so keep it fast and 
dead straight. The 
cops will likely still 
be in hot pursuit 
but if you drive close enough to the water, they 
sometimes drive in and sink—which leaves the 

finish wide open for you! 


1st Prize: 








Collecting Nitros on this Crosstown race is mandatory— 
always keep a few kicking around for good use. In the city 
streets, cross traffic is more prominent than in other 
courses, especially at the intersections. Watch for busses. 
They make formidable obstacles on the road; they're like 
moving walls! The police presence 

is a hindrance on this course, 
so you'll need to be 
extra Cautious. 
They'll aggres- 
sively try to box 
you in wherever 
they can. 
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Meletzin0eae East Santa Monica/ 
West Beverly Hills 
Tillmm -1-4 53,000 
w Ee Tarde 7,500 





Summary 


This long Crosstown race takes you from Santa Monica 
to Beverly Hills and back, with a mix of residential street 
racing, low-traction off-road driving, and white-knuckled 
highway action. Traffic is much the same as other races 
in this district; however, the highway sometimes gets 
slightly more congested than usual. The shortcut at 


f 
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SR7-2 should be considered mandatory—it can easily 
help catch you up to the lead or put you that much 
farther ahead of the pack. 


Strategy 

Timing ts 
crucial here as a 
semi cuts quickly 
across the inter- 
section from the 
east. Go straight 
underneath it to 
avoid additional 
cross traffic that 
may be following 
the truck. 











Q Watch very 
carefully for this 
shortcut—it's very 
difficult to see 
when approaching 
at high speed. As 
soon as you hit the 
nearby waypoint, 
be ready to turn on 
a sharp right 
between two estate — 
walls. If the Al has taken the main road, this shortcut 
easily puts you in the lead and sets you up nicely for the 
next waypoint out in the open in the off-road area. 











After the 
breakneck speeds of 
the long highways, 
you must be wary 
not to lose track of | | 
your direction from | 
not watching your 
mini-map. When 
approaching this 
waypoint it's 
important to note 
that it's not on the highway and you don't need to take 
an off-ramp to get it. Farther along the highway, when 
you come to the street leading south directly to the 
waypoint, bust through the guardrail and nail that 
waypoint. This strategy only works wonders if you 
approach the jump off the highway from a wide angle and 
brave crossing four lanes of traffic. Travel parallel to the 
street below before you take to the air; it helps keep you 
off the wall of the buildings below. 
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SANTA-MONICA 


Story Mode 





Meters North Santa Monica 
Sila t= 15,000 
Me 4 OO05 Midway Concept Car 2 
Fy SO /Elimination 


Summary 


The competition here is fierce—you're up against the best 
of the best for this special KO Race, and they're not 
feeling generous. Make no mistakes on this course if you 
want to win. It's very simple: One crash and you're 
knocked out. 

The Al racers don't have many tricks up their sleeves, 
just flat-out perfect timing, full speed, and zero mistakes. 
You will need to make full use of all the Nitros you find 
just to keep up. Use the following strategy to knock out 
your competition and win 
the race. 















Strategy 


1) For this 


section, refer to all 
the streets around 
the course's eastern 
side, in the : 
residential area, E& 
that are shaded. All JR 
along these streets, [fy 
cars unexpectedly 
pulling out of their 
driveways pose a 
very significant hazard. If you spot a car in its driveway, 
find an escape route quickly in case that car starts moving 
toward the street to cut you off. 


Q This is an 


excellent shortcut; 
however, it's very 
difficult to 
transition into It 
smoothly at high 
speed because it's 
at a hard angle 
from the entry 
street. Plus there's 
the tree at the 
entry point. If you manage to nail it, you should gain 
several seconds over the competition; they usually go 
around to either side. 


@ Use this 


parking lot adjacent 
the street to collect 
Nitros. The 
transition from the 
street Is quite easy 
and should be very 
smooth. As you 
round the last | 
corner on the home | 
stretch, hit the — 
Nitro and light it up all the way down this 
straight back to the shortcuts. 
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Meletzineaeoanta Monica/Venice 
Beach/ Beverly Hills 
Silat t= 5,000 
y Ee art 515,000 





Summary 


This event is the ultimate Crosstown race in this 
district—you'll be racing from Santa Monica south to 
Venice Beach then back up north to Beverly Hills. Collect 
all the Nitro you can because this event is as high-speed 
as they come and you're going to need all the Nitro you 
can find. The long straight section heading south soon 
after the start is a great place to burn off some Nitro. 
After the course turns east, however, things tighten up a 
bit and it is harder to cut loose. After the course turns 
north you can open it up again and give it all you've got. 
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Strategy 

@ When you're 
heading toward the 
second waypoint 
it's time to light up 
your Nitro. This 
dramatic section of | 
the course takes | 
you over the high 
cliff and down to 
the highway below. 
When you take to 
the air off the cliff, try to have a trajectory that is 
somewhat parallel to the highway below. This helps keep 
you from splattering against the buildings on the 
highway's far side. 














(2) This is a sneaky 
alternate route / 
shortcut that, if 
executed correctly, 
cuts some time off 
and can give you a 
sweet jump on the 
competition. Right 
as you come 

around the corner 
from the last 
waypoint, watch for the opening between the two 
buildings on the left and drive between them. Follow this 
route along the front of the church and hit the boards on 
the garbage bin for a huge launch into the far parking 
lot. If you angle your takeoff slightly to the left, you can 
line up with the following checkpoint while the other 
vehicles are still on the ground and haven't even come 
around the last corner yet. 











@ This last inter- 
section before the 
finish is a make-or- 
break hazard. A 
semi rips through 
the intersection 
from the east. If 
you've hit the Nitro § 
for the home : 
stretch, It is very 
difficult to 
maneuver so your adjustments must be subtle. If you're 
already moving at high speeds, try to thread the needle 
underneath it. If you're not already under the propulsion 
of your Nitro, then you have the option of going around 
the truck. 
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Hele East Santa Monica 
elitism oanta Monica Garage 
iia e g--4 Pree 
saer4-H 1973 Cadillac Eldorado 











This first Acquire mission in Santa Monica can be really 
easy or really hard, depending almost entirely on how you 
approach the first 30 seconds. A lot of distance stretches 
between the starting point and the garage, so play it 
smart. Right off the bat, you want to head north on the 
road then west into the big construction site. Once inside, 
the pursuing trucks slowly destroy themselves, crashing 
into all the obstacles in the construction area. Hang out in 
here for a while enjoying the many jumps until the trucks 
either lose track of you or are too damaged to continue 
their pursuit. 

When the coast is clear you can hightail it out of the 
construction site and head across several blocks west to 
the garage with your brand-new whip. 


Mission 2 B 


Melet-ie (eae North Santa Monica 
elie oanta Monica Garage 


iia e g--4 Pree 
saer4-H 1967 Chevy Camaro 




















This Acquire mission starts out in the back driveway of a 
house in North Santa Monica. The first mistake to avoid is 
heading down the south alley exit where four of Lidell's crew 
lie in ambush. Exit out the north alley and then race west as 
far as you can until you reach one of the main southbound 
streets leading to the garage. This mission is easy if you lose 
the large group of goons right at the start. Complete this 
mission for a sweet new whip: a 1967 Chevy Camaro. 


Mission 3 » 


Meterrtelie North Santa Monica 
elite oanta Monica Garage 
ite --4 Pree 
2005 Dodge Ram 
Rumble Bee 
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Mission 3 starts out with more flair and drama than the 
other missions. Lidell's crew doesn't give you any time to 
find your bearings: An impact from another truck pushes 
you over the cliff down to the highway below where more 
of his boys wait in the parking lot. 

The crucial element in making this mission easier Is 
getting back up to the level above where the cutscene 
started. You can do this two ways. Either head south and 
take the nearby off-ramp that leads to the above area, or 
power the truck back up the hillside—this is what we 
prefer because the pursuing trucks have more difficulty 
following. Once you're back on the higher level, pursuers 
should be sparse and it's a clear shot back to the garage 
with your new truck. 
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Pp 7 mission with the GTO out on a far dock of the marina. 
Mission 4 Carefully work your way toward the street to avoid falling 
in the water. When you approach the street, you may 

Eelelitelin West Santa Monica have to crash through several opponent trucks blocking 
Bl-tarttecinteing oanta Monica Garage the exit. If so, hit the gas and bust through them hard! 
iia gf --4 Pree 


saer4-H OO04 Chevy SSR 


When you're out on the street it's a nearly straight 
shot to the garage heading north on all the main roads. 
Police and opponent vehicles aggressively try to box you 
in the whole way. The two best ways to avoid them: 
1)Weave in and out of traffic often (this confuses the A.1. 
and regularly sends the vehicles into oncoming or cross 
traffic), and 2) Use your Nitro to outrun them and keep 
them from getting ahead of you. 
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This mission is fairly short and sweet if you manage to | 
— 


lose Lidell's goons at the pier. To do this, back up from 
your starting position and drive on this level around the 
pillars to bait the trucks and confuse them. If you want 
to really confuse the Al, head down to the beach level. 
Once the trucks follow you down onto the sand, go up 
the ramps to the top of the pier and move back out to 
the street. You should have a clear shot to the street 
with most of the goons left behind. Once you're on the 
street leading to the garage, hightail it north down the 
long straight stretch with your Nitro blazing and 
complete the mission. 


Mission 5 2 


Bele OOUtH Santa Monica 
elie oanta Monica Garage 
iia g--4 Pree 
saer4-e 1966 Pontiac GTO 
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This is the longest Acquire mission in the district—and 
there are many more opportunities for both the police and 
Lidell's crew to stop you along the way. You begin the 























Melercrte)s ee GOUtH Santa Monica 


ie e g--4 Free 
Tara- 7,000 
el yCteni- Destroy Lidell’s new 


Ferris wheel on the 
Santa Monica Pier 
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For this Retribution mission, you're going to destroy 
Lidell's new Ferris wheel on the main pier. Follow the 
green path on the map from the start down to the main 
pier. You've got a one-minute time limit on the first leg of 
the mission. Get down to the pier and drive into the 
support leg of the Ferris wheel to collapse it. 

After the cutscene, lose the cops coming down the pier 
and successfully bypass the roadblock. Then race across 
town following the blue path on the map before the 
second countdown timer gets to zero. You can take other 
routes but the one we've laid out for gives the best chance 
of success. 





Melettrle)s ee GOUtH Santa Monica 
| Jar4-4§ O©O04 Escalade 





SANTA -IMONICA 


Story Mode 





Strategy 


. =z oa 





Waypoint 8: This 
waypoint is at the 
top of the ramp, 
underneath the 
overpass. It's hard 
to see with all the 
signs and clutter 
around it, but if you 
launch right off the | 
middle of the ramp | 
you should hit it. 
As soon as you land, hit the Nitro and get down to the 
next waypoint. 
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Waypoint 11: After a a | er | Waypoint 6: This 
you pass the tenth = & eee Nh mee Fl waypoint is at the 
waypoint and Sk Ss. ee eee | — top of the dirt 





; 3 bee. Th 


_—" pai mT jump. Line the 
——" ws} = «waypoint up with 


the next one on the | 
second floor of the 
nearby building and 


you're nearing 
Waypoint 11, note 
that the road veers 
off to the left and a 
no-entry lane opens 











up into the | Ms get lots of speed. 

construction site to ae Don't use Nitro or 

the right. Head | you'll overshoot the © 

down the no-entry lane into the site and pass the building. There is no way to the top if you miss the jump! 
waypoint. To finish the level, look for the end token on 

the dirt ramp ahead, just past the dump truck. Waypoint 7: Hit the 


hand brake if you 
need it to slow 
down on top of the 
building to collect 
sd Gob! Le) » | this waypoint. At 


: — the speed you're 
| traveling, it's likely 
= EE | ——— si | | that you'll only 
I= |S have time for small 
angle adjustments 
before going over the far edge. Once you're off the other 
side of the building, collect the last waypoint and head for 


the finish token located in the pipe entrance. 








uf = 

















elertz} Ae} GOUtH Santa Monica 
saer4- QO Midway Concept 11 





Strategy 
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SANTA-MONICA 


Story Mode 


Eeteriiteyie oOuth Santa Monica 

aaer4-H OO Midway Concept O01 
Strategy 
Waypoint 2: This 
huge dirt rampisa |]_ 
great jump over the | F- 
highway. Approach 
this launch pad | 
with moderate to 
high speed, but 
attack the jump 
perpendicular to 
the highway that's 
shown in the 
screenshot. When you're on the other side, race around 
the left side of the building directly ahead. 




















Waypoints 7 and 8: 
As you're driving 
through the field 
smashing through 
the many obstacles, | 
approach waypoint | 
7 with caution and 
slow down enough 
for good control. 
Accessing 7 and 8 
is very awkward 
because they are located in the narrow space between 
the batting cages and the outer fence, both of which are 
indestructible. Watch your approach and route through 
this area or you'll end up crashing on the fence and 
losing precious seconds...or even failing the stunt 

event entirely. 


- Strategy 
Waypoint 5: Don't 
bother trying to 
drive through this 
pipe; the diameter 

' is so small that if 
you don't line it up 
perfectly you'll 
crash and waste 

~ valuable time. 
Instead, slow down 

- enough to collect 

_ the waypoint from the entrance, then back up and rip 

_ toward the next waypoint. 














Waypoint 7: Keep 
your speed down 
/ when going over 
this jump. You 
must be going fast | 
- enough to get onto | 


Event 4 ¥ 
: the highway, but 
Refer oOuth Santa Monica ~ with the following 
saer4- OO Midway Concept 13 - 180-degree turn 


that's required to 
get back down the © 


off-ramp, you can't afford to waste time 
here—go for efficiency, not dramatic flair! 
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Waypoint 11: There 
are a few destruc- 
tible items in front 
of the mall entrance 
that you can drive 
right through, just 
don't hit the tree. 
The entrance ts 
subtle and easily | 
missed if you're not | 
ready for it because ~ 








of the intact glass doors. Look for this sharp right turn 
when you've passed the tenth waypoint token. 


Event 5 » 











Bertie North Santa Monica 
saad 1971 Eldorado 

Strategy 
Waypoints 1-5: 
This whole first 
stretch is out inthe } 
open but the pe 
waypoint tokens are |} 
located on altering | 
sides of the median 
planters. Cross over 
back and forth 
collecting the 
waypoints, but keep | 
your speed in check: It's easy to lose control by catching 
an edge on the concrete median. 

















Waypoint 6: Don't 
overshoot the 
waypoint just inside _ 
the mall. The token 
is inside on the left. | 

If you miss it, use 
the look-back 
button and back up 
quickly—the 
narrow mall 
corridors make 
turning around quite a challenge. 








"WAA_ Caution If fn 








Waypoint 11: This 
is the last waypoint 
before the finish 
marker. As you're 
heading down the 
ramp on the pier, 
use the hand brake 
to slow down 
quickly. The 
waypoint Is right 
behind the west 








wall of this tiny building ahead on the left. Collect this 
waypoint and get around the south side of the large 
nearby pier building to complete the mission. 





P 
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| ~ _ 
| There is no garage in South Bay—if you need to change 
\cars you'll have to head over to South Central. 





street RACES 
Street Race 1 B'S: 




















Relerlttelae East South Bay 
Silat -1-4 1,000 
uy dar 4-H 54, O00 
Laps: 


Summary 


This is an obstacle-littered circuit 
through an eastern portion of South 
Bay—be wary of its many subtle turns, 
oversized trucks, jumps, off-roading 
between shipping containers, and 
smashing through crates and fences. All 
of these elements introduce a huge 
margin for error; you'll need all of your 
skills dialed in to succeed on this track. 





Strategy 


@ Reduce your 
speed around this 
corner and keep to 
the right to avoida_ 
truck that's backing | 
up into your path. | 


Q Watch for the 
Jump on the right. 
Launch off it and 
over the containers 
to get some Nitro. 


Just make sure that J) 


your speed is fast 
enough to reach the 
Nitro or the 
attempt is wasted. 


@ Cut between 
the buildings to line 
up for a huge jump 
over the ship 
canal—we strongly 
recommend using f 
Nitro to get enough | 
speed to clear the 
water! 





























SOUTH BAY 


Story Mode 





Strategy 


@ Cut right across 
the highway onto | 
the train tracks and — 
take the train 
bridge to the other 
side of the water. 
This killer route 
avoids traffic and 
allows you to 
collect Nitros — 
just watch out for 
the train! 














@ Time this inter- 
section right and 
rip right under the 
semi in the cross 
traffic. Keep your 
speed up; you don't | 
want to get caught | 
under his tires! 




























3) Line up your 
path for this jump 


just right and get 
the Nitro. This 
jump takes you 
right over the 
bridge. Use Nitro 
on the approach for 
that extra thrust 
and distance. 








Peterlee West Long Beach 
Entry Fee: Ey ir-4-18) 
wy a 4-H 55,000 
Laps: 


Summary 


This course in West Long Beach is on the margin 
of the district, with a long, fast section running 
through the aqueduct. You don't have to worry 
about traffic when you're ripping through the 
oversized drain, but once you're up on street 
level things change for the worse. The highway 
and city streets are busy—and peppered with 
aggressive cops waiting for you. 
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Rrra East South Bay Strategy 
Tila 1-4 53,000 7 





wl yar 4- 7,500 


The race starts off with a train speeding by—push your 


opponents into it to slow them down. 


Summary 


Street Race 3 is a complicated Crosstown race that takes . 

you all around South Bay and has some unique features: a ab Use this 
tunnel, jumps, the aqueduct, off-roading, train tracks, shortcut between 
and several shortcuts. On the highway, beware of the the buildings. 
dense traffic and always keep to the sides when possible; Collect the Nitro 


this helps you avoid dangerous traffic dodging and costly and launch off the 
crashes! ramp on the car 


transport semi. 
This gets huge air 
and a great 
shortcut. 
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Q After doing a 
fast 180-degree 
turn off the 
highway away from 
the police | 
roadblock, speed 
through the service 
tunnel that leads 
under the bay and 
the streets until 
resurfacing in the 
north section of the Port of L.A. High speeds are recom- 
mended in the tunnel but the controls are touchy; keep 
steering changes subtle or you may end up going up the 
walls on the irregularly curved corners and crashing, 
losing precious seconds. Watch the fork in the tunnel: 
This is commonly a dramatic end to the race. 








@ When leaving 
the end of the 
aqueduct, look for 
the ramp jump on 
the right side of the |fRs 
alley. Making this ji 
jump allows you to 
take the recom- 


mended faster route | 
through the | 
trainyard—if you 
miss the jump, take the slower route along the road. 


















SOUTH BAY 


Story Mode 


Moletsin(elik 
Silla 1-4 1,500 
w Er 4-H 56,000 

Laps: 


East Long Beach 





Summary 


This Hot Spot race is truly an industrial nightmare—you 
spend most of your laps dodging semis and ripping up the 
train tracks. At least the section on the tracks is devoid of 
automobile traffic, although you must still deal with the 
trains, which are easy enough to avoid. The street 
sections are crammed with traffic and huge trucks that 
block large sections of the road. Use your Nitro gener- 
ously on the straights and take advantage of any 
shortcuts or alternate routes. 


Strategy 


@ Immediately 
after the first 


waypoint, slow 
down and turn a 
hard right corner 
through the 
construction site 
shortcut. Avoid 
the cross traffic at 
the road and cut 
a second off 

your time. 














(2) Right after the 
second waypoint, 
cut another hard 
right turn through 
the fence and into 
the dirt area. Race 
parallel with the 
road up and over 
the dirt ramp onto 
the highway and 
down the off-ramp 
on the opposite side. 
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@ This fairly 
narrow back stretch 
(highlighted ) is 
packed with indus- 
trial traffic of the 
huge kind—semis, 
and lots of them! 
Practice your 
weaving skills 
beforehand or 
retreat to the 
sidewalks and try to avoid them altogether! 


Street Race 5 Dt. 








Belerl Ate Oanta Long Beach 
Silt tbo ,000 
we Jar 4-H 512,500 





Summary 


This variable Crosstown race is a good mix of both urban 
and industrial environments, each presenting its own 
features and challenges. Expect to see a lot of obstacles 
and smashing through fences to take advantage of 
shortcuts and alternate routes. In the urban areas there is 
more traffic to deal with and there are cops all over just 
waiting to get on your tail. 

The Al drivers use several alternate routes through this 
course. We've outlined the only ones you need to concern 
yourself with here. 





Strategy 


@ Use this 


shortcut between 
the buildings to 
grab a Nitro and 
blast off the 
garbage bin ramp 
straight through to 
the next waypoint. 

















(2) This entire 
shaded area repre- 
sents a very busy 
urban section of the 
course where extra 
caution Is 
warranted. There 
are two roadblocks 
to avoid and 
numerous cross 
streets where 
turning traffic is extremely dangerous—use sidewalks 
when approaching corners if possible. The series of turns 
in this area is challenging enough, so keep a watchful eye 
to get through this area intact. In the back stretch 
heading south between Waypoints 10 and 11, use the 
wide garden area on the right to avoid traffic. Turn into 
the left near the end or you'll hit the obscured wall. 











&) Stick to the 
recommended route 
through this section 
and avoid the 
adjacent route 
through the scrap 
yard at all costs— 
besides being a 
choke point, 

police wait in 
ambush there. 























Welerl tee East Long Beach 
Tita t= b4,000 


wa 4-4 510,000 


Summary 


Street Race 6 is a fast course through the entire eastern 
section of South Bay. Much of the course is highway 
driving, but has some more technical sections that travel 
through the industrial areas, making a number of 
shortcuts available to the discriminating racer. Traffic is 
heavy on the highway and the bridge so be careful not to 
crash and burn on these valuable straightaways. The Al 
drivers are fast and the cops are aggressive—get crackin'! 


SOUTH BAY 


Story Mode 


Seta te tetststetstetststetsisits 





Strategy 


=x 











1) As soon as you 
pull off the bridge 
and pass the first 
waypoint, make a 
quick right turn 
onto the port 
service road. This 
route uses a service 
bridge rather than | 
the main bridge and | 
avoids most traffic. 
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When you near the end of the bridge, shoot right and go 
through the destructible fence. 


Q Right after 
Waypoint 2 cut 


right into the 
shipping yard 
between the first 
two stacks of 
containers. Look for | 
the ramp and 
launch off it to 
avoid the police 
up ahead. 




















@ This shortcut is essentially a shallow arc around the 
end of the aqueduct, only going out so far as to pass 
Waypoint 8. Cut the angles of both the adjacent corners 
that the Al follows to get a bit of a lead. 
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terete oOUtH Long Beach Summary . 
Entry Fee: $6,000 Fast and furious, Crosstown Race Tis a long and 
; primarily straight course where efficient use of Nitro gets 
WE tet 18,000 you the first-place win. There is dense traffic along the 
way and many obstacles in the off-road areas can hold 
you up. Watch for the big police roadblock on the 
highway too; they're just waiting to trap you. 






















Strategy 

@) A huge 
roadblock stretches 
across the highway 
here—try to avoid 
hitting any of the 
police cars. 
Immediately after 
the roadblock, 
make a quick left 
off the highway 
onto the recom- 
mended route. 

















Q After the 
waypoint, cross 
over the street and 
head straight onto 
the train tracks. 
This route allows — | 
for maximum speed | 
and few obstacles 
on the winding 
stretch toward the 
finish. You can 
make excellent time on this route. 











€) Through the 
airport, use the 
wide sidewalk / 
pedestrian areas to 
blast through on 
the final stretch to 
the finish. You 
should be able to 
avoid most of the 
traffic in the area. 





Belerlrtelae East South Bay 
STilAmt t 1-4 15,000 


ME tr 4- OOO09 Midway Concept Car 04 
Laps: 





Summary 


This is a very quick KO race around the east section of 
South Bay. Generous use of Nitro is the only thing that 
will get you first place. The entire bottom half of the 
course is a high-speed pursuit on long street sections. It's 
really the top half that provides more of a technical 
challenge with off-roading and obstacle dodging in the 
construction sites. Good braking skills come in very 
handy, especially at the hairpin turns. 
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Stay to the 
right of the 
shipping yard and 
avoid navigating 
Be wary of the trucks that start showing up on the indus- around the 
trial roads after the first lap. container stacks 








entirely. This route 
puts you ona 
straight line 
heading for the 
next waypoint. 





@aAs you come 
out of the shipping 
yard, slow down 
before you crash 
through the fence | 
here. Hit the brakes | 
and make the hard | 
right 180-degree 
turn down the first 
road on your right. 











@ Use the ramp 
jump and lots of 
Nitro to soar 
through the sky. If 
you hit the jump 
straight-on and 














This ts a straight apply the brakes 

route to the next waypoint and is super fast compared to hard upon landing 

the alternate. However, hit the brakes and approach the you'll be in great 

end of the straightaway with caution; there is a quick jog | shape for the hard 

in the course that can cause devastating crashes and loss right 180-degree 

of the lead. turn through the fence and into the adjacent roadway. 


Street Race 9 ) Nn 
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Melertnte)s es GOUtH Port of L.A. 
Silat 1-4 5,000 
4 4-4 <b 15,000 





Summary 


The Al is fast and aggressive on this long Crosstown course. 
As if that wasn't enough of a challenge, the cops are out for 
blood on this one. Watch for tons of obstacles in the industrial 
areas—these make for low-visibility corners that sometimes 
take a bit of luck to get through successfully. Expect to crash 
through many fences and make even more sudden turns. A 
few trial runs on this track wouldn't go to waste. 


Strategy 


@ After this short, 
high-speed section 
on the road, prepare 
for a sharp right- 
hand turn onto a 
service road. You 
really have to antic- 
ipate this corner, due 
to low contrast with 
the surrounding 
environment. 











@ This sharp left 
comes after a short, 
narrow left curve 
that obstructs the 
view. Extreme 
caution Is 


warranted here; the | 


gate entryway Is 
very narrow and 
indestructible. 


&) After the bridge 
comes an extremely 
sharp right-hand 
turn obscured by 
tall grass and a 
rickety wooden 


fence. You must hit | 


this just right on 
the final stretch to 
the finish or it 
could be game over 
for you. 




















Street Race 109 
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When you pass 
Waypoint 12, 
immediately smash 
through the 
construction yard 
fence on the right. 
Rip through, : 
driving between the 
building supports, | 
and smash through 
the fence on the 
opposite side. 


Melertete)a ey Port of L.A. 
Tilt a a -1-4 b4,000 


wl 4-4 b14,000 








Summary 

A good balance of industrial and urban areas is mixed 
throughout this Crosstown race. Some alternate routes 
exist, but we suggest sticking to the main course to avoid 
costly bad decisions. The Al is consistent and quick, but 
solid cornering skills and traffic dodging will get you to 
first place easily on this long course. 








@ As you near the 
highway underpass 
prepare to cut = 
through traffic ona |= 


Strategy 


Just after 
passing the shipping 





yard, you go through 


an overgrown grassy | |® 


patch that slightly 
masks a sharp right 





quick left-slanted 
turn that takes you 
right below the 
underpass. Use the 





turn onto a narrow 
lane. This turn is 
best approached at 
as wide an angle as 
possible. 


ramp jump straight | 
ahead to launch : 
onto the highway. 
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Location: 
Entry Fee: 
1st Prize: 


Summary 


This long Crosstown race starts in near the commercial 
end of Long Beach and works its way around and under 
the port to end up at the eastern end of South Bay. The 


commercial district 


once you're into the tunnel, aqueduct, or highway, the 


course opens up wit 
police presence on t 
aqueduct—don't ge 


Strategy 

@ Cut right 
through the middle 
of the two main 
routes up and over 
the grassy knoll. 
Keep your speed 


high while collecting | 


the Nitro and 
avoiding traffic. 


Q Watch for 
where the road jogs 
to the left—go 
straight through 
the fence over the 
sandy area to get 
Nitro, and then 
drive over the sand 
pile, jumping onto 
and off the highway 
deck. You can 


crash straight through the other side of the highway, even 
though the railing doesn't look destructible. 


@ As you enter 
the aqueduct, 


several police cars 
start their pursuit. 
Outrun or elude 
them while picking 
up as much Nitro 
as possible. Try to 
avoid car-to-car 
contact that can 
send you sliding out 
of control. 





Long Beach 
$5,000 
$20,000 







All Acquire missions that start in South Bay end at your 
garage in South Central, just on the other side of the 
\highway. 























has a lot of traffic to worry about. But 


h more room to move. There is a 
his course, especially in the 


t caught off guard. MeterslaleliH West South Bay 


elite oouth Central Garage 
Sieg -- Pree 
sae 4-H OOS Dodge Magnum RT 























This first Acquire mission in South Bay begins in a 
warehouse where you're instantly challenged by Lidell's 
crew. Work your way past the opponent drivers to the 
ground floor where you want to take a left and jump over 
} — the ramp/jump just beyond the doorway. This route leads 
* lf — you back to the streets where you can hightail it north to 








the highway and over to your garage in South Central. 


Mission 2 » 


South Port of L.A. 
South Central Garage 
Free 

1987 Buick GNX 






















Location: 
Destination: 
Entry Fee: 
Prize: 








1h Mt 
































When you grab the Buick, note the area you're in and 
your immediate opponents: police and Lidell's drivers. Get 
onto Highway 10 and head west then north as it turns 
toward South Central. The pursuit can be fierce here with 
all opponents trying to block you in, but weave constantly 
back and forth through traffic to keep them from getting 
in front of you. When you approach the highway crossing 
the 10, exit via one of the off-ramps and drive west to 
your garage. 


Mission 3 » 


Bele East Port of L.A. 
elite oouth Central Garage 
ial --4 Pree 
saur4- OOO5 Dodge Neon SRI-4 

















At the end of the shipping port, things are pretty tight 
when Lidell's drivers show up. You can lose most of 
them right away if you spend some time playing and 
jumping around the construction site near the roadblock. 
The drivers will give pursuit, but they damage their cars 
by crashing into the many obstacles. When you've 
confused and damaged them enough, head out onto the 
highway toward the garage. There is no best route 
here—any of the highways will do as long as you're 
moving in the right direction. That being said, heading 
north on the 10 does offer a very quick route. Head west 
into oncoming traffic when you hit the cloverleaf for the 
fastest route to the garage. 
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Beteriatelie oouth Long Beach 
elite oouth Central Garage 
ee Pree 
saer4-4 O04 Lotus Elise 111 














You're extremely boxed in at the start, when you go for 
the Lotus Elise. The best option usually is to smash 
through the cars ahead of you to get out onto the road. 
As soon as you break through, look for the jump/ramp on 
the right, against the fence. From there you can access 
the street and start making your way toward the highway. 
On the highway you should easily be able to out- 
maneuver anything coming after you. 


Mission 5 R 


Belerl fee OOUtH Long Beach 
elite oouth Central Garage 
ine e gf --4 Pree 
saer4-4 2006 Dodge Charger 














You're boxed in on both sides in this deserted scrap yard. 
Spot the yard exit with the semi blocking it. Drive under- 
neath the truck and hope that it stops, or at least slows, 
the first wave of pursuing drivers. You're very close to the 
highway here and an easy route actually takes you south. 
Get on the on-ramp heading south on the 10, then pull a 
U-turn when you're up top and start racing north in 
oncoming traffic. This tactic is very useful against all 
types of pursuing drivers. 





. 














Location: 
Destination: 
Entry Fee: 
Prize: 


East South Bay 

South Central Garage 

Free 

1969 Chevy Corvette Stingray 











Mission 6 lands you in the train yard where you're trying 
to repossess your '69 Corvette. A quick exit is important 
here, with such limited area to move in. Head straight 
out when the mission starts and spot the jump over the 
fence. When you're back on the street, you have many 
options, but they should all take you to the 710 to the 
north. From there it's an easy sprint back to the garage 
in South Central. 


Mission 7 B 


East Port of L.A. 

South Central Garage 

Free 

2002 Nissan Skyline GTR R34 





Meters ir(el ik 
Destination: 
Entry Fee: 
Prize: 











The seventh Acquire mission is another long one, starting 
you out way down at the Port of L.A.'s eastern end. 
However, considering you're driving the Nissan Skyline, 
any way you choose to get home is going to be quick. We 
recommend heading west on the 10 and following it all 
the way back to South Central. When you approach the 
garage area, drive through a destructible railing in the 
oncoming traffic lane—it puts you very close to the 
garage block once you hit the asphalt. 











Meters in(elik 
Entry Fee: 
Prize: 
Objective: 


Time is ticking 
down and you've 
got to get Lidell's 
car to the train 


tracks in West Long | 


Beach. Head west 
on the first street, 
and get out onto 
the 10. Follow it 
quickly to Long 
Beach where you 
can take an off- 
ramp or just blast 
through a railing off 


the highway toward |}! 


the red end 
waypoint. Either 
way, you must find 
the train tracks; 
they should be very 
close to the north 
once you get off the 


Retribution i”/EACi1 


East Port of L.A. 

Free 

$18,000 

Steal Lidell’s car and destroy 
it by leaving it on the tracks 


to be hit by the train. 















highway. Follow the tracks west until 


you reach the end waypoint and get your sweet revenge. 
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LSE, 


The stunt tracks in South Bay are generally quite compli- 
cated—be prepared for stunt courses that contain more 
than 20 waypoints. 


Event 7 y 
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Waypoints 2 and 3: 


Between these two 
waypoints Is a very 
sharp right-hand 
turn. If you're not 
anticipating it, 
you'll rip off down 


the wrong road. Hit 
the brakes hard and | 


early to slide 
around this corner 


while keeping good time. 
























Waypoints 11 and 
12: Yet again 
you're faced with a 
power-slide 180- 
degree turn 


between 11 and 12. 


Be extra generous 
with the brakes 

when approaching 
this end, as you're 
no doubt going full 


speed to keep up with the timer. 





Waypoints 5 and 6: 
Between these two 
} checkpoints is 


another challenging 
turn. It's natural to 
watch for the main 
road coming up, 
but you must 
actually turn before 
that onto the 
access road that 
branches off to the 
left and goes back 


®} into the industrial 


area. When heading 
for Waypoint 6, 
note that it's ina 
path leading inside 
the storage 
containers. 
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SOUTH BAY 





Waypoints 
13—Finish: This 
series of waypoints 
is on top of the 


shipping containers. 


The succession of 
ramps must be hit 
dead-on or you'll 

jump right off the 


t p E | ) p b | | 
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recovery. 


Event 2 » 


Location: 
Prize: 





Strategy 


Waypoints 1 and 2: 
This is a very sharp 
right turn into the 
incline passage into 
the upper levels of 
the warehouse. 


Don't get too much | 


speed off the start 
of this course or 


you'll overshoot the |4 


turn entirely. 
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Waypoints 5 and 6: 
High speed is 
unavoidable coming 
down the ramp out 
of the warehouse, 
but hit the brakes 
hard and try to 
remain traveling 
straight before 
pulling out the left 
doorway. This turn 
is dangerous if you're carrying too much momentum into 
the far wall. 











Waypoints 7 and 8: 
After collecting 
Waypoint 7, you're 
heading down the 
street with a turn 
coming up that 
leads toward a 
highway underpass. 
Note that you're 
only on this section 
of main street for 
an instant before turning off again. This next turn can be 
totally missed if you're not really watching for it—it 
branches off to the right near the cranes. 











Waypoint 9: Once 
you've passed under 
the highway and 

are heading toward 
Waypoint 9, the 
street stretches out 
before you. Use 

a Nitro if it's 
available; the rest 
of the waypoints 
are on the road 
leading to the finish in a straightforward series until you 
come to the end at the glass-fronted warehouse. You 
must smash through it to complete the mission. 
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Releridtelin East South Bay Waypoints 5 and 6: 
Jara 1,750 The cavernous 
tunnel entry at the 


end of a aqueduct is © 
easy enough to get § 


=— . inside; however, 
= = steer with subtle 
Waypoint 3 is right on the edge of the aqueduct. Slow motions in the 


down before collecting it to avoid jumping all the way tunnel to avoid 


across the aqueduct and crashing into the far side. going up the walls 
and crashing. 
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Waypoints 7 and 8: 
Right after you 
collect waypoint 
token 7 there is a 
junction where the 
tunnel forks. Take 
the left tunnel and 
make sure not to 
crash on the 
angular median 


strip sticking out of 


the fork entry wall. 
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SOUTH BAY 


Story Mode 














Waypoint 15: 
There are three 
waypoints very 
close together, and 
15 is right in the 
middle of them at 
the apex of the 
turn. Keep your 
speed down in this 
area to avoid 
missing one and 
having to quickly spin and backtrack to collect It. 








Event 4 » 


East South Bay 
Tars- 1,750 


Location: 





Strategy 





Activate this stunt event with a high- 
speed run—if you're not going fast 


enough, you'll crash into the fence on 
the opposite side of the road instead of 
flying over it and collecting the first 
waypoint token. 














Waypoint 3: Look for the waypoint 
between these two trains—but be very 
careful not to get hung up on the train 
cars as you pass through. 
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Waypoint 6: Smash 
through the barrier 
to get this waypoint 
located between 
these two large 
industrial facility 
towers. Make a 
straight line | 
through this section | i) 
and avoid bouncing 4_ 
off the walls. 














Waypoints 13-17: 

As soon as you hit 

this open stretch of 
road, activate your 
Nitro and pick up | 
some valuable extra | 

time. You'll 
definitely need | 
every second for the iJ 
rest of the course 
after Waypoint 18. 








Waypoints 18 and 
19: This is a very 
sharp corner coming 
off the street and 
the previous high- 
speed section. Step 
on the brakes and 
make a smooth 
transition into the 
next section of the 
course. 











Waypoints 28-30: 
Down at the end of 
the pier are these 
three waypoints 
located on each of 
three sides of this 
building. Visibility 
is limited and it's 
easy to miss a 
waypoint as you 
come around a 
corner too fast. Slow down and make sure you get each 
waypoint token the first time you go by it. 
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Strategy 








Waypoints 15 and : 

16: The route up on | Siyerees 
top of the shipping 

containers Is not 
straight as an 
arrow; instead it's 
slightly erratic and 
angles to the right. 
Moderate speed Is 
possible, but if you 
start to lose 
traction, let off on the gas until you regain full control or 
you may just end up going over the side. 





Waypoint 17: You 
don't have to hit 
this jump straight 
on, but moderate 
speed is necessary 
to clear the road 
and avoid any 
potential collisions 
with traffic passing 
underneath. If you 
launch off this 
ramp at an odd angle, ease off the gas when you land and 
try to regain your line for the next ramp across the road. 





SOUTH BAY 


Story Mode 





Waypoint 18: Keep 
your racing line 
straight through 
the containers and 
up the ramp. If you 
hit the walls and 
lose too much 
speed on the ascent 
you may not make | 
it onto the highway | 
from the jump at 
the top. 











Waypoint 19: You 
only need enough 
speed to get onto 
the highway; any 
more than that will 
cause a collision 
with the highway 
median strip. Upon 
landing, steer hard 
to the left and 
across the highway 
to the ending at the breakable railing. 
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SR = Street Race 
A = Acquire Event = 
S = Stunt Event = 
R = Retribution Mission 

END = Endurance Race 
WWC = West Coast Customs 
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SOUTH CENTRAL 


Story Mode 








@ Use this 
shortcut through 
the pedestrian plaza pee tr 
and launch off the ies 
stairsonanangle | 
to hit the following 
street section | 
instead of the 
adjacent wall. 











3) This route takes 
you through a 
narrow alley—you 
can use Nitro here, 
but keep the : 
steering smooth and | 
stay off the walls! | 








Melerzin(eeeg east oouth Central 
Entry Fee: Ey iajele 
w Ee Jar t- 53,000 
Laps: 





Summary 


On this short circuit around the east end of South Central 
you'll find the Al drivers taking advantage of the alternate 
routes to try and get the drop on you. It shouldn't be too 
much of a challenge to outrun them; this course is short 
enough that it doesn't even warrant the use of Nitro. Use 
the alternate routes through the alleys and plazas to avoid 
the cross traffic on the main city streets. 


Strategy 


Take this alley 
shortcut but don't 
use the ramp Jumps; | 
they tend just to 
ruin your good time | 
on the way through. | 
When you near the | 
alley's end, be very 
careful not to 
hit the tunnel 
entrance walls! 








Welter) ley Compton 
Tite t= 1, O00 
uy Ja 4-H 53,000 

Laps: 
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Summary 


Street Race 2 is a straightforward circuit around Compton 
with only a few alternate routes, but with lots of straights 
for full-out Nitro fury! Little to moderate traffic lines the 
streets, but it's the cross traffic you must concern yourself 
with. At the intersections, be on the lookout for two cars 
moving in from opposite directions. They create an 
obstacle that can provide incredible challenges to get 
through if your timing is off—you must have great 
intuition at times to properly read the openings and race 
through without crashing. 


Strategy 


1) Use this 


alternate route for 
the fastest line 
south. Plus, by 
taking this way, 
you're able to 
keep your speed 
higher on average §f 
without taking any 9 
extra turns. 














Race down this 
eastbound straight 
stretch until the 
next waypoint, 
which is due north. 
This route also 
helps maximize 
your average speed 
on the course and 
Saves you several 
seconds. 








3) You'll find the 
traveling ramp 
truck in two 
spots—on the north f 
and east sections of L. 
the course. The 
ramp truck is more 
for dramatic flair 
than anything else, 
but with good 
timing you can use 
it to avoid traffic congestion ahead. We don't recommend 
attempting this leap unless you've got a comfortable lead 
and want to see a killer replay. 














SOUTH CENTRAL 


Story Mode 
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Mretsin(e]34 GOUth Central Strategy 
Saget be, 500 @ Use this 


_ alternate route 
we 4-H b> 5,000 jewnahesicht 


residential alley to 
Summary ——- reach the route 
heading south 
faster. Collect the | 
Nitro along the way R& 
for extra boost if jy 
you're going to take [Haig Sa _\ 
the aqueduct jump. 











This long Crosstown race takes you from the east end of 
Compton all the way down into Long Beach, and includes 
several good alternate routes through South Central's city 
streets. Traffic is moderate on this course but, as always, 
keep an eye out for conflicting cross traffic patterns. If 
you've got a desire for a real rush, definitely try the huge 
jump over the aqueduct. 
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® Aqueduct 
jump—this stunt is 
not for the faint of 
heart. If you goat | 
this half-cocked, it's | 
going toend badly 
for you. In an all-or- | 
nothing move, hit a 
Nitro and blast off 
this ramp at the 
end of the straight. 
It's likely you won't clear the whole width of the aqueduct, 
but a good bounce on the slanted far side may take you up 
and over, right toward the next waypoint. 


@ Drive right 
through the chain 
fence under the 
TomTom sign and 
diagonally through 
the lot while 
avoiding the large 
storage containers. 
This is a great | 
shortcut to the next | 
waypoint. You 
avoid taking harsh corners at high speed. 


Street Race 4 BE 



























elertz} nei VWest Carson 
Entry Fee: 
1st Prize: 


Laps: 


Summary 


This hotspot circuit race around west Carson is fairly 
short but still has a few good alternate routes/shortcuts. 
Coordinated threats from cross traffic and with /against 
traffic require some quick decisions—remember to use the 
sidewalks if you need a safety valve! 


Strategy 


@ Cut across the 
grass area here, 
underneath the 
bridge supports, to 
shave off a bit of 
your average time. 














Q Head down this 
service road 
between these two 
industrial buildings. 
Make a quick left 
near the end to cut 
into the lot and 
jump off the ramp 
in the corner. It 
takes you over the 
wall to the next 
waypoint. Watch for the cops here after the first lap. 





KEEP 
CLEA} 








@ Here, continue 
your previous line 

and cut across the 
lot, grab the Nitro, 
and blast off down 
the alley to the final @ 
waypoint. : 
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eter tele GCarson/Long Beach/ 
Port of L.A. 


Tila t= bO,000 
uF Jr d-4 10,000 





Summary 

Here's a long sprint out of the South Central district to 
cut your teeth on. It takes you from West Carson all the 
way to the piers in the southeast portion of the Port of 
L.A. The streets of Carson and Long Beach have a lot of 
traffic to contend with, but after you get out into 
the industrial areas, things get even more 
interesting. You must cope with a heavy 
police presence, including 
roadblocks. 
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Story Mode 
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@ Watch for this 
police roadblock— 
avoid it by heading 
left along the 
curved street 
leading to the 
northeast. This 
route lines you up 
perfectly for the 
next waypoint. 
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Summary 


Street Race 6 is a course with strong, fast lines and 
effective shortcuts that lead you from Carson to Long 
Beach. You need a car with excellent handling if you want 
to do well here. Because of the many abrupt corners, 
anything less will have you sliding around much more 
than is acceptable. 


Q For a bit of 
variation, especially 
if you're having 
trouble with the 
pursuing cops, cut 
through the 
construction site 
and launch off the 
ramp truck back | 
out onto the street _ —* 
beyond the fence. 


@ A police 
roadblock obstructs 
the highway here, 
but it can be 
avoided easily by 
ducking to the left | 
before the buildings | 
or busting through | 
the fence near the 
police car on the 
left side. 





Strategy 


This dramatic 
shortcut is well 
worth the effort. 
Jump off the truck 
ramp onto the | 
building rooftop and F 
curve around onan | 
arc toward the next 
waypoint. If you do 
this well, this route 
can drop you right 
down into the following intersection, nearly on top of the 
next waypoint. 


2) Tunnel en- 


trance—you can't 
cut this corner, as It 
drops down into the 
tunnel entrance. 
Once in the tunnel 
however, use Nitro 
to get up to speed 
and launch out the § | 
exit and catch some 1 : 
Hiei t___.____ 







































@) This very 


narrow alley 
between the two 
apartment blocks is _ 
an excellent 
shortcut that avoids | 
a police roadblock | 
on the alternate 
route. Use Nitro all | 
the way to the next | , 
wayponie 1. 














Bele GCarson/Long Beach 
Titel ot --4 b3,000 


1st Prize: 














P 







= : a 2 er a en ee ee “ ies Ot 

rotected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 
ll a TO 2 ) 

fr . =— f 

' a a4 - - dé “a 








SOUTH CENTRAL 


Story Mode 








@ Cut a hard right 
turn immediately 
after passing under 
the highway that |  . 
takes you through | = ep mt Mi. 

the shipping yard. [>> “9 ———.._ 4" 5 
Head west between |e 
the trucks and | 

swing wide to the 
right to line up 
perfectly for the 
next waypoint to the south. 








| Meler:} Ale) Garson 
Silla 1-4 55,000 
wR er4- b12,500 
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Summary ———_—_ 4) You're probably 
This long Crosstown race is a series of fast straights that being pursued by 
demand the use of Nitro throughout. A huge police cops at this point, 
presence is here, so don't draw too much attention to so take this left 
yourself. There are many alternate routes on this course down by the 
but it's best to stick to the ones we recommend here. warehouses to lose 
Even if they're not shown on the map, try to cut all the them. Turn left as 
corners possible, as many have destructible fences. soon as you hit the 
preceding 
Strategy—£ —@@-—___ !_ waypoint. 








@ Use the ramp 
jump to cut the 
following corner 
and literally crush 
your opponents, if 
you land on them. | 
A clean jump clears | 
the decrepit gas 
station below and _ | 
puts you on a sweet | 
line for the next | 
waypoint. 








® Smash straight 
through the fence 
and rip along the 
tree-lined pathway 
toward the next 
waypoint. 








@ Don't use the | ae ar 
truck ramp here; anh aeeay (7 
instead, cut j 
through the area by © 
the tunnel, go kitty- |f 
corner through the | 
intersection (just 
after the tunnel 
entrance ahead on 
the left), and drive 
through the back 
lot to avoid the police. You can hit the ramp back there, 
too, and launch south toward the next waypoint, just 
around the following corner. 
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|W elerl fel COompton/Carson 
Silat t= 15,000 
Me rd OO0dD Midway Concept 03 


Laps: & 





Summary 


You face some stiff competition in this bonus KO race 
around Compton and Carson—you're up against the top 
concept and manufacturer cars in the game. This short 
Knockout race Is a series of fast, short straights, so pick a 
car that has excellent acceleration. Cross traffic is a 
significant concern on this course, watch for it at most 
intersections, especially the long straight stretch heading 
back south near the last waypoint before the finish. 


Strategy 


Use this tunnel 
underneath Carson 
to gain a huge 
advantage. You can 
often gain a few | 
seconds' lead if you 9 
don't mess up the 
alley exit that leads 
back to the street 
—the turn is 
extremely sharp, so — 
slow down accordingly. Several Nitros are in the tunnel to 
get you ready for the following straights. 





Entry Fee: 


we 4-4 <b 15,000 





SOUTH CENTRAL 


Story Mode 





This fast line 
takes you through a 
dangerously narrow | 
alley, but you get 
up to speed faster 
on this route. The 
racing line to the 
next waypoint Is 
straight out of the 
alley, so don't be 
shy with the Nitro. 











@ This straight 
stretch is the 
fastest section of 
the course. Use all 
of your Nitro here 
to make excellent 
time south. Turn 
east toward the 
finish right before 
you would go 
underneath the 
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highway ahead—this puts you on a straight line for the 


finish. 


Street Race 9 ) | 
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Summary 


Street Race 9 is a long course starting way out at the 
airport, leading through the streets of Long Beach and 
then up through Carson. There are few alternate routes, 
but the course does feature a strong police presence with 
several roadblocks to make it interesting—be prepared to 
outrun some boys in blue with the crafty use of Nitro. 


Strategy 





1) Here's the first 
police roadblock— 
cut left out onto 
the train tracks to 
get by them 
without too much 
trouble. 
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Launch diago- 
nally off this ramp 
to clear the fence 
beyond and totally 
bypass this police 
roadblock and land 
in the far street. Be | 
careful not to hit the | 
ramp railing or it will | 
drastically alter your | 
flight path. 


3) Blast right 
through the 


highway barrier to 
the left; it's very 
close to the last 
police car on the 
left. When you 
jump down to the 
highway below, try 
to get into the 
oncoming traffic 
lane for a better line to the next waypoint. 











See 
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MR eteritl LAX /Long Beach/Port of L.A. 
Entry Fee: 


1st Prize: 





Summary 


This course is very straightforward. It's a fast route from 
LAX to the Port of L.A., passing through some busy Long 
Beach commercial district streets. Choose a vehicle with 
excellent top speed and handling to do well both on the 
long straightaways and in the tight corners through Long 
Beach and the port sections. 


Strategy 


1) The long 
stretch from LAX 
all the way down 
the highway is 
perfect for Nitro. If 
you have a clean 
run dodging traffic 
at blistering speeds, 
you should gain a 
few seconds' lead 
by the time you get 
to Long Beach. 














YQ Powerslide as 
much of this quick 
180-degree turn 
around the block as 
you can. Cross your | 
fingers and hope to | 
avoid the traffic. A Ne 
clean run through 
this section could 
guarantee you a 
win—the Al tends 
to have a hard time in this section. 








Police are 
waiting in ambush 
under the bridge. 
You can sometimes 
lose them by taking | 
the next shortcut at | 
the last possible : 
second. 
















a ae ee 
1/3 f Caution I 
Watch for the train to be crossing the tracks near the end 


of the highway section. If it's passing by when you get 
there, hit the brakes fast to avoid crashing and losing time. 





Acquire //-t-)i 


Mission 17 ay 


Meter-l Atel East Compton 
elite oouth Central Garage 
Site -- Pree 
aaer4- OO04 Nissan Sentra 
SE-R Spec V 































As soon as you back out of the storefront, head west on 
the main road until you can turn south and drive parallel 
to the 110 all the way to Carson. On the second to last 
street before you cross under the highway, make the turn 
west and you're right there at the garage. 


Mission 2 PR 


Wolter ite LAX 
elite oouth Central Garage 
ite --4 Pree 
42004 Infiniti FX 45 














































You don't have a lot of route options, so you're going to 
have to tough it out on the highway from the airport. 
When you get to Long Beach, head north on one of the 
wider streets to avoid being boxed in—from there it's a Bolerltele VWest Compton 


short ride to the South Central garage. el-tidtrtatein South Central Garage 
iia gt --4 Pree 


Mission 3 yp Prize: e003 Mitsubishi 
Eclipse Spyder 
WelerlAteliey East Carson 
eliiticele oouth Central Garage 


ine --4 Pree 
Tar4-4 2006 Pontiac Solstice 
























Race south through the aqueduct while doing some stunt 
driving to lose the pursuing drivers. Continue all the way 
south until you have a straight shot east to the garage. 
Use the ramp/jump to get to the street level near the 
highway, but make sure to take it slowly or you'll jump 
This is a very short trip—head south and take the first right over the highway. From there, quickly jog over a few 
street west toward the garage. You're only going blocks back to complete the mission. 

halfway across Carson, so just keep to the wider areas 


and Lidell's drivers won't be able to keep you from = = 
getting your whip back. Mission 5 ey 
Mission 4 7 elerittelin East Compton 


elite oouth Central Garage 
ital gf --4 Pree 
aaur4-y 1969 Dodge Hemi 
Charger R/T 








Bele Northeast Compton 
elite oouth Central Garage 
ite gf --4 Pree 
41970 Chevelle SS-454 LS6 
































Get out of the starting lot immediately or you may get boxed 


You must have a guardian angel—yjust as Lidell's crew into the corner with the two retaining walls. Alternatively, if 
shows up to stop you, a semi plows through the inter- you just get out to the middle and then start doing 

section under the bridge and takes them all out. Take full doughnuts, the opponent drivers may end up wrecking their 
advantage of the ensuing chaos and get moving while they | cars by running into all the obstacles and each other. When 
recover! Head south as far as you can go without crossing you can, head west to the 110, then south under the 


under the highway. Just before you reach the highway, turn | highway, and over a few blocks to the garage. 
west and hightail it all the way back to the garage. 























Meters LAX 
Jie --4 Pree 
Tarde 12,000 

ele)(-tqnit-ky YOU have two minutes to 
take Lidell’s ride and stash 
it in Compton—but you 
can't be sighted by cops or 
its game over. 





The clock is 
ticking! You really 
have only one 
option for the 
fastest route to 
Compton from the 
airport. Get onto 
the highway and 
step on the gas! 
Race east against 





the clock and soon 
you come to the 
northbound 
highway. Get on it 
any way you can, 
but one route is to 
go underneath it, 
head up the off- 
ramp into 
oncoming traffic, | 
and then pull a 180 , 
to turn north, once you're on the highway. 





SOUTH CENTRAL 


Story Mode 














Don't watch the timer; watch the road. Stay on the 
highway to maintain high speed and make the most of your 
time. Jump off the highway through the destructible railing 
and aim for the area between the two buildings. The finish 
is behind the second building, just off the highway. 



































Weletl tle} Compton 
aaer4-H OO05 Midway Concept 14 





Strategy 
Waypoints 1-5: 
This beginning 
section takes some 
coordination and saa 
good rhythm to get |oog 
through it effec- 
tively and with 
good time. Don't | 
get too much speed | 
off this first truck | 
ramp or you'll miss 
the opportunity to powerslide a 180-degree turn before 
plowing into the nearby cars as you move to collect 
Waypoint 3. 














Waypoint 7: Be 
very careful pulling 
inside these 
concrete retaining _ 
walls. This is a very | 
subtle angle to take [ie 
at high speeds. It's | 
a very narrow 
window of oppor- | 
tunity, so you must | 
hit it just right. 























Waypoints 8 and 9: 
This alley entrance 
is nearly invisible 
from a distance— 
good instincts are 
required to enter it 
perfectly. From 
here it's a straight 
shot through the 
tunnel to the finish. 





















tert West Carson 

aaer4-H OOODS Midway Concept 15 
Strategy 
Waypoints 2-4: 
This section takes 
you through a 
couple of storage 
yards. Dodge the 
piled goods and cut | 
ahard right when 
exiting the second 
lot. The ramp jump 
at Waypoint 5 Ka 
requires a lot of - 
speed to clear the road. 
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SOUTH CENTRAL 


Story Mode 








Waypoints 6 and 7: 
When you're down 
in the aqueduct, 
you can pull a hard 
180 turn at 
Waypoint 6, but 
you must regain 
traction and control 
immediately to | 
make good time up = Uc 

the aqueduct 

support to Waypoint 7. Drive through the Nitro and blast 
off—fly up and over the road again. 











Waypoint 8: This 
stunt token Is 
awkwardly placed 
on the aqueduct's 
slanted side wall. 
You can't drive 
straight up the 
sides, you must 
approach from a 
soft angle. Pass 
through the 
waypoint and continue your slow arc to the level above 
the refinery toward the last waypoint and the easy finish. 


Event 3 py 























Melercittelee West Carson 
aaer4- OO05 Midway Concept 16 
Strategy 
Waypoint 2: After 
dodging the 


refinery containers, 
head right to the 
outside edge of the | 
lot and line up with | 
the ramp near the | 
end to get over 
the fence and 
collect the next 
waypoint token. 











Waypoints 7 and 8: 
Cut through the 
service road and 
angle left near the 
endtohitthe ramp |. = 
jump in the corner [Ps 
of the lot at 
Waypoint 8. This 
launches you out 
into the following 
Intersection ona 
straight line heading for Waypoint 9. 











Waypoint 
12—Finish: After 
you've collected 12 
and are on the 
straight stretch to 
the finish, hit the 
Nitro if you've got 
it and blast along 
the lot behind the 
warehouses. You | 
must get across he ——e 
street ahead and launch off the small brick pile to finish 
the mission. 
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You must start this Stunt event with a good run and be 
going at least 60 mph to get on top of the first building 
from the ramp jump—back up all the way to the end of 
this yard to gain enough speed. 








Waypoints 1 and 2: 
As soon as you're 
on top of the first 
building, line up 
quickly for the 
waypoint token on 
the next ramp. 
Don't get too much 
air off this jump or 
you'll totally 
overshoot the next 
waypoint token that's on the street below. A moderate 
speed drops you right on top of the token, so you can 
continue forward down the alley toward Waypoint 3. 














Waypoints 9 and 
10: This area 
causes a bit of 
confusion as 
Waypoint 9 is in 
the narrow area 
between the two 
walls. Don't take 
the high road here 
or the perspective 
change may cause 
you to lose track of the token's location. Stay on street 
level and keep the token in front of you. Waypoint 10 is 
right around the corner, so keep your speed in check; It's 
better to slow down slightly and get the waypoint than to 
bypass it and have to spin doughnuts looking for it. 














Waypoints 12 and 
13: Be careful on 
your approach to 
this alley; duck in 
to the left, just 
before the Nismo 
billboard. This last 
stretch tests your 
steady steering 
skills. You must get | 
across the street, : 
adjust your line quickly, and head up and over two 
sequential ramp jumps. The second ramp is the finish, 
where you shoot out across the streets below like a 
cannonball. 




















SOUTH CENTRAL 


Story Mode 


Strategy—— ——__—_—_—_—_——_—_———— 
Event e) __ @*p Waypoint 6-8: This was asian 


ak ean 


quick series of CORI Ot >. aera 
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—— a found tight | a vy = he i 























together in a back 
alley that demands 
excellent timing 
and control. You 
must enter the alley JF 
on the approach to 4} 
Waypoint 6 
cautiously to line up properly for the ramp jump. Once 
you're on the next building's roof, prepare immediately for 
a launch that sends you slightly to the left off the second 
ramp and through the billboard. A slight angle to the left 
puts you on a better line into the next intersection (and 
Waypoint 9), rather than straight into the parked cars in 
the adjacent parking lot. 











Waypoint 10: After 
you've passed 9, 
look for Waypoint 
10 in the street to 
the south. If you 
can manage this 
maneuver, try | 
powersliding a 180- § 
degree turn right 
through 10 so that 
you can immedi- 
ately take off back through the parking lot behind you 
toward Waypoint 11. 


Welter tele Garson/Long Beach 

Tard: 2005 Midway Concept 18 Waypoint 11: This 
jump off the brick 
pile is tricky—if you 
don't hit it just 
right, you'll end up 
crashing and 
burning. Treat it = 
like any other ramp, 
but don't expect 
any forgiveness if 
you hit it from the 
side. If you hit it nearly straight-on, with just a slight tilt 
to the left, you'll launch abruptly into the air and up over 
the building across the street! With high speed and the 
right line, you may even end up landing right on top of 
Waypoint 12 in the far alley. This route sure beats driving 
around, right? 
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Melersiatelae Financial District 
Entry Fee: Ey irt-18 
w Ee rt $6,250 
Laps: 





Summary 


This easy circuit around the financial district has a 
noteworthy police presence on the north section of the 
course. This is a busy city core, and consequently you'll 
deal with lots of traffic. However, one of the best features 
of Downtown races are the pedestrian overpasses that can 
be used as huge jumps to avoid traffic. 


Strategy 


@ Cut the corner 
through the 
building's 
courtyard. If you 
use a Nitro blast to 
gain speed and hit | 
the stairs leading 
off the street at a 
slight left angle, : 














the way across the courtyard to the street below and land 
very close to Waypoint 2. 





@ Cut through 
another skyscraper 
courtyard and keep 
your speed up. 
Watch the concrete | 
benches because : 
impacts with them 
can cause 
accidents. Race 
straight off the far 
corner of this level 
and jump out to the street below toward Waypoint 3. 











@Q Right angle 
turn—The Al 
swing far out to 
the left before 
taking this turn, 
but you can cut 
the corner and 
head up the grassy 
hill before them if 
you're hot on the 
controls. The 
terrain on the hill is uneven, so be light on the gas 
going over the bumps or you may spin out. Watch 
your speed on the approach; you may find yourself 
careening over the wall ahead and ending up in the 
mouth of the tunnel. 
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Metercia(elae Fashion District 
item tb 1, 500 
w Ee Tart 7,500 
Laps: 


Summary 


Here's another fast circuit race—around the Fashion 
District this time. Traffic is a common problem on the 
many cross streets, but there are several spots where you 
can reroute your whip up to the tops of buildings or into 
back alleys to avoid collisions. Use the shortcuts and 
alternate routes and this one should be in the bag. 





Strategy 


@ At the inter- 
section just past 
Waypoint 1 take 
the ramp on the 
left to the rooftop. 
There you can get 
a Nitro and some 
huge air over 
traffic. Slow down 
for the hard left 
into the alley to 
Waypoint 2. 


Q Hit the jumps 
in these alley 
sections to collect 
the suspended 
Nitros—you may 
need these for fast 
straights or extra 
lift on jumps. 


© Cut through 
the parking lot, 
then onto the 
sidewalks to avoid 


all the traffic along 
the adjacent stretch § 
of street. Dodge the | 


cars in the parking 
lot and then it's a 
clear shot to the 
next waypoint. 


Street Race 3 9 


Location: 





























Little Tokyo/Fashion 
District/Downtown 


Tilt t= bO,000 





wa 4- 510,000 





























» “l 
AL 


ss 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 
7 a 


- 





e 





+ za 























@Stay right on 
this stretch, driving 
on the sidewalk all 
the way to 
Waypoint 3 to 
avoid heavy traffic. 








© Take the alley 
shortcut to avoid 
the cops. Make a 
hard right turn at eh 
the exit to get back [ow 
out into the street. 





Ateliean) 


i al a li 
| T= 
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fF re al B 
a | 
Summary 


Street Race 3 runs a fast line from Little Tokyo through 
the Fashion District and ends up in the east end of 
Downtown. Plenty of corners can be cut in order to shave 
off a few seconds, so always be on the lookout for 
destructible fences or open lots. When you get into the 
northern half of the course, expect a heavier police 
presence—and watch out for the police roadblock 
between Waypoints 4 and 5. 





Strategy 


@ Right off the 
starting line, let your 
opponents pass you 
and hang a hard 
right down the street rs 
tothe north along iF 
the recommended 
route. Follow this 
fast line through the fj 
construction site, | 
and go under the 
huge crane heading west on a clear shot to Waypoint 2. 











Meletzin(elie Financial District 
Sill tt 1, 750 
1st Prize: 
Laps: 
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Summary 


This quick and short circuit race around the Financial 
District keeps you on your toes with lots of traffic at all 
intersections. Use the sidewalks to avoid traffic and drift 
around the corners where possible. There are few alternate 
routes on this course and your best times are dependent on 
your staying away from vehicular collisions—effective and 
consistent driving will get you the win! 


Strategy 
@ Make a sharp 


left turn immedi- 
ately after 
Waypoint 1, break 
through the fence, 
and race into this 
building's 
courtyard. Follow 
the courtyard 
around to the south (ea 
side and head up 

the ramp, back to street level. 


















Q Immediately 
after Waypoint 5, 


tap the brakes and 
bank left down into 
the underground 
parking garage. 
Navigate the 
concrete pillars 
with a clean, 
straight line and 
exit the parking 
garage at full speed. Hit the Nitro as soon as you're back 
on street level to rip away down the straight stretch 
toward Waypoint 6. 


@ If you're a real 
hotshot on the 


controls, turn into 
the narrow gate 
along the east wall 
here and blast 
through the treed 
courtyard. This is a 
high-risk shortcut; 
don't use it if 
you're squeamish 
about taking daring routes. 
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Welter tele Downtown/South Bay 
Tita t= b4,000 
uy Jar 4-4 bS,000 


Summary 


Street Race 5 is a dramatic sprint from Downtown to the 
east end of South Bay. You'll find many ramp jumps 


DOWNTOWN 


Story Mode 








around alleys, rooftops, and construction sites, which you 
can use. Generally, a heavy amount of traffic is found 
throughout the course, but it's especially bad on the 
highway—keep to the shoulders to maintain high speed 
and reduce the chance of crashes. Both the Al drivers and 
police are quite aggressive on the course, so you will need 
to be aggressive as well. 
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Strategy 


@ Instead of 
following the Al 
drivers down the 
ramp, jump off the 
ramp at the end of 
the roof. From the 
next building you 
could drop down to 
street level, but we 
prefer the high- 
speed option of 
jumping again to the highway. If you choose the latter, 
continue along the highway to the breakable railing you 
come to right before Waypoint 7. 


Q Cut diagonally 
through these open 


lots until you reach 
the edge of the 
construction site. 
Use the long ramp 
ahead to get huge 
air into the site. 
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Summary 


This long Crosstown race tracks all over the Downtown 
district. Alternate routes offer some flexibility in 
emergency situations, but we recommend sticking to the 
green routes. Traffic is heavy, so cut corners as often as 
possible to avoid cross-traffic collisions. The city streets 
sections are typical of other courses and the highway 
sections are just as fast! 








@ As soon as you 
hit Waypoint 9, 
book it through the 
construction site 
fence back to the 
street to the west 
and down the 
straightaway 
toward Waypoint 
10, using full blasts 
of Nitro. 


Strategy 


You can stay on 
the sidewalk or use 
the adjacent ramps 
in the building's 
courtyard to avoid 
traffic in this section | 
of the course. 




















Q Cut through 
the grassy lot and 
use the ramp in the 
southeast corner to 


Street Race 6 » 


Melerzte (ele Downtown nnchica vara 
u V 
Entry Fee: $6,000 in the following 
y Et Jr 4-H 515,000 intersection. As 


soon as you're back 
out on the street, 
book it down the 
straightaway to 
Waypoint 6. 
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Story Mode 








Cut through the 


© : : OE 88 tee tet uw at 7 
grassy field in the epics 
pa rk and head port ane “ * : bat 


wv 


Melerittlie Little Tokyo/Fashion District 
Entry Fee: 


toward the final 
stretch. Watch for 
the big hole in the 
landscape here—it 
can easily throw off 





we 4-4 b> 15,000 





Summary 


Street Race 7 is a long sprint from Little Tokyo south 
through the Fashion District. Traffic is brutal in spots but 


your controls and 
cause a major 


you can also expect heavy patterns throughout the entire 
| eee) §=6length of the course. Police presence is medium-heavy, 
burnout. — | | : but there are some sick jumps and diverse alternate routes 
to use against them. 





Strategy 


@ Turn slightly to 
the left into the 


courtyard with the 
palm trees. Collect 
the Nitro along the 
way and blast off 
the ramp at the 
end—this puts you 
on a Straight line 
with Waypoint 5, 
which you may nab 
in the air, if your speed is high enough. 














@ Avoid the 
police ahead by 
ducking left into 
the underground 
parking garage— 
continue north at 
the exit. 











Q Smash through 
the fence just south 
of the intersection 

and go between the ~ 
buildings to find the | 
ramp truck inthe | 
far corner. Launch 
off the ramp, right 
into Waypoint 10, 
and bank a right 

turn into the park. 














93 





A 


| . fe Fy 











4) Cut through the park and courts and head for the far 
intersection. Be careful crossing the intersection before 
you get to the alley. The alley has a narrow entrance; 
drive in right over the 'Keep Clear" sign on the sidewalk. 
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Summary 


Street Race 8 is a no-nonsense, no-mistakes KO race 
around a short section of Downtown. There are some 
great alternate routes and huge jumps to launch off but 
you'll need to keep it fast and clean if you're going to win 
here. Traffic is light, so focus on your high-speed driving. 


Strategy 


You must take 
this ramp up to the 
top of the building, 
as the next 
waypoint Is up 
there. Slow down = 
slightly near the top | 
of the ramp to i 
avoid losing control 9 
at the gradient | 
change. 














Q Speed your way 
right to the end of 
the rooftop and blast : 
off the ramp heading |) 
north. The Al goes 
down the rampto | 
the west, so you can | 
gain valuable time 
here if you don't 
crash and burn. 
Brake hard enough 
on landing to turn your whip east toward Waypoint 4. 











3) You can rip all 
the way through 


this massive 
parking lot with 
Nitros. Follow the 
diagonal route to 
the far alley and 
the finish! 
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Summary 


Street Race 9 is a long Crosstown sprint from Little 
Tokyo all the way into Compton and then out to the 
Downtown west side. Collect the Nitros you see along the 
way for the high-speed straightaways. Don't be afraid to 
let loose on the straights, but even so, you still have to be 
incredibly cautious—the traffic patterns created by cross 
traffic and with-traffic/oncoming lanes can be deadly! 


Strategy 














1) When you pass 
Waypoint 6, look 
for the Hotel sign 
on the building 
ahead to the 
southeast. Cut ] 
through the parking | 
lot via the narrow 
gap between the 
building and the 
wall. Hit the ramp 
in the corner fast to blast out toward Waypoint 7. 











Q Cut straight 
through the Big 
Pizza parking lot 
toward Waypoint 9, 
then make sure to 
hit the shortcut | 
across the street as | 
well. It's a quick 
right-hand jog — 
of the latte lounge. 








3) Take the 
rooftop route to 
avoid traffic and 
either go down to 
the street level via 
the downward : 
ramp/tunnel or just --~ * 
use the ramp in the | 
far corner to launch | 
off the building. If | 
you use the ramp 
jump, take it with a slight left angle to position yourself 
more in the direction you need to head to reach the next 
waypoint. 
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Strategy 


Watch for the 
hotel and the 
narrow entry into 
its courtyard via 
the front wall. Go 


_| | aie “ ‘hit F 
Lis | ee : is 
= : leme nr Ipecoe* we archway and hit the | 5 
eer | | (RY | ae i. 

| eee | Fn ra ramp jumps to get be 
Elia Oe bl VII back into the 


i | following street 
\ 

















section. If traffic 
ahead looks bad, you can use the pedestrian overpass to 
fly over the intersection. 





@ Use this back- 
alley shortcut to 
save a few seconds. 
You can approach Pye aan 
this route through | ) SiS Sale tha 


=) 





the two preceding, 
huge parking lots 
but be very 
cautious crossing 
the busy streets to 
get here. 








@ Big Pizza 
shortcut— This 
route crosses 
behind the 
building. Don't 
travel as far as 
their parking lot at 
the front of the 
building! Stay on 
the grass near the 
wall and cut right 
across the whole lot. 








Meletshele) ee Downtown 
item te 7,000 


4 Jad bO4, 500 





Summary 


This is another really long Crosstown race that leads 
you all over the Downtown district. This course has 
many alternate routes and some blistering high-speed 
sections along the highway. Expect lots of traffic and 
some very aggressive police that pepper the area. 
Collect all the Nitro you can so you've got lots of stock 
when it's direly needed. 























75 — at 
authorized or unlawful copying o 
a 



















ed by copyright. Un r downloading expressly prohibited. 7 


. 
i} 





Protect 












7 y , | —— a 
2s ere - ’ at = 





a 
at_Se 


ne = ‘i 


we. (AWE 
i 
uel 
lf UL 


di i 
et 


ff 


f 
? 


i | 


| eee |i 


* | 
a. 


1 


& 
ae, 
i, 


a! nitm,— 
L- al 


a | 
> 
~~ =. 

L 


Ez 
+r "ig 
Pe 

es ior 
ios ii 

| ine) 

bee if 

if 


/ 


i 


=f i 











Sa oo =| [ezz2) P- 


| al a qe 
| AI 
Melerst re) Downtown 
Tila t= 10,000 


yl a4 bo 5,000 


Summary 

Street Race 11 is yet another long sprint all the way around 
the Downtown district. The first third of the race is in the 
aqueduct, a very high-speed section that is a great place to 
establish your lead with successive Nitro bursts—you can 


=7 





@) Make sure you 
get onto this high- 


way off-ramp for the § 


fastest route to the 


finish! The entrance | 


can be awkward if 
taken at high speed, 
so slow down 
enough to make a 
controlled entry. 


DOWNTOWN 


Story Mode 


keep collecting them all the way 
south. On the rest of the track, 
expect insane traffic: It's going 
to take all of your dodging skills 


| to make it through in one piece! 


| Strategy 











G) Watch for the police 
roadblock at the aqueduct 
exit. Stay left and brake at 
the top of the ramp to stay in 
control and avoid a costly 


1} collision with the nearby wall. 








@Q Use the huge ramp jump 
over the pipe construction area 
to help lose the pursuing cops. 


| If you line up this jump 


straight, you should be dead 
on target for the next 
waypoint, as soon as you land. 
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good selection of alternate routes, but stick to the ones 
we've suggested for the best results. Right from Waypoint 
12, expect a whole load of cops all the way along the 
stretch north toward the finish. Pick a car with top-rated 
handling to do well on this course. 


Strategy 
@ Use this entire, 





oi Fala AR 


eo) L_ 


ieee pa huge parking lot as 
2 (ia a shortcut. It's es 
Re Lf easier to dodge all |= 
~ an the stationary cars ||" 
mA inthe lot thanthe | 

id & moving targets with | 
EeiTEIe pa 





the Al drivers out 
on the street. 








Q Take a hard a ae 
right turn into this , oo Be 
alley shortcut. It's 
immediately after | 
Waypoint 7. Make a | 
sharp left at the q 
alley exit and trigger | 
your Nitro to blast | 
all the way down 
the straight to 
Waypoints 8 and 9. 

















@ Be prepared to 


rst Downtown dodge a police 
roadblock on the 


idem 10,000 street under the 
uF dart $40,000 pedestrian 


overpass. You can 
stick to the road if | 
you're feeling lucky | 
or you can fly over | 
them using the 








Summary 


Although many of the other Crosstown races had high- 
speed highway sections, this one is all city streets. Don't 
worry too much about collecting Nitro, but you'll find 
some ideal spots to use it along the 

straighter sections. There is a 








Overpass FraMPps. 
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Summary 


This is a massive Crosstown sprint—with a perilous twist! 
Lidell's crew is trying to sabotage your chances of winning 
this race by attacking you with vehicles during the race. 
To help things along, dodge through some great alternate 
routes and collect plenty of Nitro for several fast straight- 
aways. Good luck! 
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1) This narrow 
alley between the 
raised road and the 
adjacent building is 
a terrible choke 
point when you're | 
being pursued—try | 
to get through this 
area as quickly as 
possible. When 
you're at the back 
of the buildings, head south along the right wall, then go 
underneath the massive supports and up the far ramp to 
the street above. 








@ From the roof of 
the main building, 
use the ramp to 
jump to the next 
rooftop, then drop 
down to the street 
level right before 
hitting the highway. 
This is perfect 
alignment for the 
next waypoint. 








3) These last 
couple of waypoints 
are located in 
dramatic spots on 
the tops of | 
buildings. You must | 
make these jumps 
or fall to the streets 
below. Ignore the | 
cops chasing you, if | 
possible, and : 
activate your Nitro. Another huge jump awaits after the 
first rooftop, so keep your speed maxed out! Blast off the 
last roof at the final checkpoint to complete the race. 
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This first acquire mission is very simple. It begins in a 
back alley with two exits. Either is OK—the police are 
more of a threat to you on this mission than Lidell's crew. 
Book it on the main streets heading west and then 
straight south to the garage. 
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Belerl Atel Fashion District 
elitism Downtown Garage 
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Right off the bat you're at a disadvantage—boxed into an 
enclosed parking lot. Here is a tricky way to lose some of 
the pursuing cars: Head out toward the opening in the wall 
to bait the drivers into coming after you. When they bite 
and enter the parking lot, pull a quick-reverse, sliding 180 
and drive around behind the building. In the alley at the 
end of the parking lot, jump off the ramp that leads out 
into the open street. Ideally this tactic leaves several of the 
pursuing cars trapped in the parking lot behind the walls. 
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Trapped in an underground parking lot is not the best 
way to begin this mission, but that's what you are. If you 
can, wait until the patrolling cars move away before 
beginning your run. The WRX has amazing handling, so 
you should easily be able to outrun and outmaneuver your 
rivals in a very short sprint west to the garage. 
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At least this acquire mission starts out in the open terrain 
of a deserted parking lot. The problem, however, is that 
you're attacked immediately by Lidell's crew. Put the 
pedal to the metal and get out of there—these guys will 
swarm you if you stand still! Luckily for you, the Exige 
has great pickup. Get out into the streets and hightail it 
due north to the garage. 
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Downtown 
Downtown Garage 
Free 

2003 Mitsubishi 
Lancer EVO 8 


Location: 
Destination: 
Entry Fee: 
Prize: 











This alley is the last place you want to be. The Lancer is 
ready to go at your command; you just have to decide 
which way to drive to get out of here! A reverse 180 
works well to change directions fast; just make sure to 
check your mirrors while driving backward. Head west on 
the main streets until you can turn north for a clear shot 
to the garage. 
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2002 Chevy Corvette ZO6 














The '02 Vette is stuck in an angled parking space, so you 
have to back up to get away from this shop area. Just 
back up enough to pull out of your spot, and then lay a 
patch of rubber, peeling out straight ahead, and drive 
around to the other side of the shop. Race due west to the 
garage for another easy win. Enjoy your whip. 

















As soon as possible, turn around and head south in the 
Viper. Look for the route along the high walls on the right 
to get out of this enclosed area and back up to the street 
level. Back on the streets, you need to watch for the 
police. They're everywhere, so you're not just contending 
with Lidell's crew. It's a straight shot south to the garage; 
don't get stopped! 
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2004 Saleen S7 

















Here's a sweet prize: a 2004 Saleen S7. This is it—you're 
swarmed immediately by cars from all sides in this 
enclosed showroom. Find an opening and bust out 
between the cars onto open road. All of the glass doors 
are destructible; just pick a spot and smash through. As 
soon as you're out in the open, head due north until you 
get to the garage. In this car, there's no reason you can't 
outperform your competition. 
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5 om | | The clock is ticking! This is the best revenge against 
a Lidell yet! There are two ways to push the cars off the 
roof. First, you can drive off while pushing them, just like 
a bulldozer, then hit the street and drive back up to 

repeat it. If you're fast, this tactic works. 

The more challenging way is to get a bit of a run, and 
hit the back of each car as you're slowing down. The 
impact should push it over but still keep you on the roof. 
This tactic allows you to back up and reposition yourself 
for the next car in line. Each car you push off the roof 
adds more time to the clock for your getaway. As soon as 
all of Lidell's whips are down at the street level, get down 
there yourself and make a run for it! 























Now that you've destroyed his cars, you must escape 
before the time runs out. Follow the route on the map for 
the best chance of making a clean getaway. Head east 
several blocks and then north one block to the highway 
on-ramp. Once on the highway, use all the Nitro you can 
find to rip down to the finish checkpoint and complete the 


mission. 
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e)eyCreai-m Push Lidell’s whips off their 
rooftop photo-shoot e 
podiums—then make your Event 7 
Retest Financial District 
saer4-e OO0D5 Midway Concept O9 


quick escape within the 
time limit! 
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Waypoint 3: Tih a ae Ta 
Launch off the left : = 
side of the pedes- 
trian overpass, but 
angle your car | 
slightly to the right [ies 
to avoid hitting the 
far wall—keep your 
speed low to 
medium here. 








Waypoint 7: Jump 
off the top of the 
tunnel with a good | 
head of steam; keep 
your speed high to | 
avoid hitting the 

~ tunnel mouth 
support walls. The 

/ next waypoint is 
just north of the 
following inter- 
section, in the park; that's where you should be aiming 
your jump trajectory. 











- Waypoint 10: At 
the edge of the 
aqueduct, aim the 
car south- 
southwest to avoid 
hitting the wall in 
the middle. It 

| doesn't matter on 

| which side of the 
wall you end up— 

_ you Can cross over 

_ before you reach the next waypoint token. 
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Waypoints 10 and Sn 
11: Right after bat ttt 
collecting waypoint 
token 10, pull a Toes 
hard left-hand, 180- [im ao 
degree turn and 
book it down the 
other side of the 
highway to the next | 
waypoint token. 














Waypoint 13: Cut 
hard to the right and 
jump off the highway 
at the breakable 
railing. You must 
clear the highway 
on-ramp wall or land 9 
before it in the | 
street. The next 
waypoint is south of | 
the intersection in 
the open area between the street and the highway. 
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Strategy 


Waypoint 8: Watch 
out for this hard 
right-hand turn up 
onto the highway 
on-ramp. If you 
overshoot it by 
approaching too 
fast, you end up 
underneath the 
highway in the 1 
parking lot and this 
round is done—you may as well drive back to the start. 
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Strategy 
Waypoint 1: Find 
the token up on the | Bliieass 
park ramp, but i: 
don't approach 
with too much 
speed. The uneven, 
grassy terrain may 


cause you to lose 
control. 
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Waypoint 4: 
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Launch off the huge |) = 


ramp jump to clear 
the pipe 
construction area. 
You need lots of 
speed here—a Nitro 
really helps. Look 
for the next 
waypoint token up 
ahead on the left, 








near the Japanese archway. 


Waypoint 7: Slow 
down for this turn! 
Waypoint 7 is right 
in the mouth of the 
tunnel walls. 
Approach this turn 
on a wide arc from 
the outside to enter 
the tunnel straight 
on. As soon as 
you're in line, hit 
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the Nitro and tear off to the finish. 


Strategy 











Waypoint 4: When you're in this 
alley, watch for the dirt ramp near 
the right side of the far wall. Blast 
off this jump angled slightly to the 
right to avoid colliding with the far 
wall. You also need to be going fairly 
fast to clear both of the alley walls. 
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Waypoints 6 and 7: 
These two area = ls 
quick series and you | 38% 
can't succeed at 7 
without a decent 
setup from 
Waypoint 6. Aim 
right for the corner 
under the billboard 
when you launch 
off the hillcrest, 
right after collecting waypoint token 6. It's very difficult 
to get the token and continue through the billboard 
posts—the most you should expect is a good bounce off 
the posts that puts your whip out in the street. 








Waypoint 9: Be 
careful not to hit ae 
the short decorative yyy 
wall on the | 
approach to the 
ramp jump that's 
butted up against 
this building. Now 
the tricky part is to 
getontopofthe | 
building from the 
ramp, so moderate or medium speed will do. Go too slow 
and you won't make it over the gap from the jump to the 
roof; too fast and you'll jump right over the building. Just 
take it easy and when you land, hit the brakes and cut 
hard to the right. The next waypoint and the finish are on 
this rooftop behind you. 
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Waypoint 2: Drop off the 
railing from street level 
into this building's 
courtyard. Head around 
the south side of the 
building, following the 
tokens up the far ramp 
back to street level. 





Waypoint 12: Hit 
this ramp at 
moderate speed and 
onaslight angleto J 
the right. You must | 
make this jump 
perfectly or you'll 
end up crashing 
into the wall 
outside the hotel 
grounds across the 
street. You'll run out of time trying to recover. 











Waypoint 13: As 
soon as you hit the 
ground from 
Waypoint 12, race 
through the hotel 
archway and over 
the short ramps to 
the finish that's up 
the left side of the 
pedestrian overpass 
beyond. 














